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All the latest 
PC software., 



THE COMPUTER SUPERSTORE 




Over 2000 software 

titles available immediately 

from stock. 



Sim City 3000 

Create your own 
buildings and 
customise your 
landscape with 
the long-awaited 
latest instalment 
in the Sim City 
series. 




FREE 

STRATEGY 

CUIDEt 



£34.99^ 

Alpha Centauri 

From tine creator 
of Civilisation II, 
explore an alien 
landscape in this 
new benchmark 
for strategy 
games. .; i 








£34.99^ 

TOCA Touring 
Cars 2 

The sequel to the 
original classic 
smash hit, TOCA 2 
delivers all the^^ 
thrills and ^^ 
excitement of ^" 
touring cars 
racing. 

£29.99^ 

Baldur's Gate 

Enter into a world 
of intrigue on a 
perilous quest to 
halt impending 
war, in this huge 
new role-playing 
adventure. 



9.99 



I 
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Tomb 



All the latest games line up 
on the shelves at PC World, and 
now you can test your 
judgement with the latest 
version of the best selling 
football management game. 

Have you got what it taltes to 
take your team to the 
championship? You'll need all 
your expertise to pinpoint the 
winners from over 25,000 
players, managers and coaches 
from around the world. Will you 
spot the best players to transfer? 
Can you select the best training 
options? You'll only know if your 
decisions are correct when you 
see your players perform in 
some of the most realistic match 
simulation ever. 

It takes skill and experience 
to be a Championship Manager. 
So start planning your winning 
strategy now, with a visit to your 
local PC World. 



^^ ^^ INC. VAT 

£29.99 



Combat 



£29.53 c..g«.,s J9.99' ^!a,„ £34.99 



STORES NATIONWIDE CALL 0990 464 464 FOR YOUR NEAREST STORE 



...plus everything to make 
the most of your games 




3D GAME PLAY 



The latest 3D accelerator cards add the speed, 
graphics and extra dimension which take your game 
tiaying right to the edge. 

)iamond Viper V550 

eaturing the revolutionary RIVA TNT chipset by nVidia for 

jutstanding 3D graphics and a truly 

;nhanced desktop. 

Available in PCI or AGP formats. T ■ ^^ ^ 'nc. 

VAT 




luillemot Phoenix Banshee 

complete 2D/3D graphics solution 

ased on the amazing Voodoo 

anshee chipset from 3Dfx. Using the 

3me technology as the Voodoo^ cards 

nd 16Mb RAM for 

utstanding 

>sults. 



i99.99 



INC 
VAT 




Creative Labs 

3D Blasterl 2Mb Voodoo' 

Including the legendary Voodoo^ 
chipset and 1 2Mb RAM for 
outstanding 3D graphics, awesome 
acceleration and 

unique special #i^J^B g%g\ 
effects tW^VV 



^rn 



^y 



■^ 



*^^l. 



TECHNICAL 
CENTRE 

Our in-store technical 
centre can install your 
new add-ons or 
software for you. 



IMPROVE YOUR CONTROL 



Put yourself in the cockpit with the latest 
steering wheel and joystick technology, adding 
more feedback and realism than ever oefore. 

Microsoft » Sidewinder" Force 
Feedback Steering Wheel and Pedals 

Designed with input from professional 
racecar drivers, the Sidewinder Force 
Feedback Wheel offers the realistic look, 
performance and 

ruggedness that racing p I^A 
fanatics demand. ^ l*VMr 




INC. 
VAT 




Sattek 
Cyborg 3D 
JoysticK 

Take complete 
control of your 
games with this 
tully adjustable 
joystick. Adjustable 
for left and right 
hand operation. 

£39.99^ 



Microsoft" Sidewinder" 
Freestyle Pro Gamepad 

Tilt from side to side and up and down to 
control movement 
within the game. 



£49.99= 



Thrustmaster Sprint Steering 
Wheel and Pedals 

Out manoeuvre your opponents and sprint 
to the finish with this _ ^^ 

great value wheel and C^.^B A A 
pedals combination. il"V7i 7 7"^ 



IMPROVE YOUR SOUND 



Surround yourself with sound and you'll really 
feel the drama. These new kits really exploit the CD 
quality sound tracks of the latest games. 




Microsoft" Digital Sound 
System 80 

The Microsoft Digital Sound System 80 
is an 80 watt, 3 piece sound system 
with analogue and digital capabilities. 
Those who have wanted their PC 
sound system to provide the kind of 
performance that their home 
entertainment system provides 
need wait no longer. 



£179 



jiiiMiii] 




Creative Labs PCI128 S^^ 4 Point 
Surround Speaker Set 

Immerse yourself in today's games £\f\ 
modem sound tracks with this CUU QQi 
soundcard and speaker set t ^ tm*^^ 

Creative Labs Sound Blaster Live 
Value Soundcard 

Performance surpassing professional quality 
equipment with 
value geared 
for gaming. 



£69.99 
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their real-time siratew crown? 
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ALPHA CENUURI Sid Meier takes 
strategy gaming to new lieigtits. 
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fm MEET THE TEAM 



GAMES VERSUS REAL LIFE 



Occasionally - very occasionally, 
in fact - a game comes along 
that grabs you by the throat and 
won't let you go. It's the kind of 
game that annoys you all the 
time you're not playing it (you're on the 
tube, and you're already planning what 
you're going to do in the game when you 
get home). You lie awake at night 
thinking up new strategies, despite the 
fact that it's three in the morning and 
you've got work next day. Your weekends 
disappear and you find yourself playing 
until Sam, sleeping for a few hours and 
then going straight back into it again. 
In short, it rakes over your life. 

"Half-Life" is no doubt the resounding 
chorus booming from PC ZONE readers 
all over the country as ihey read these 
words. Wrong. Half-Life doesn't even 
come close to this baby. I'm talking about 
Ultima Online, a game so rich and varied. 



so intricately detailed and splendidly 
realised, that it would be almost 
impossible for me to describe to you the 
beauty of its many pleasures. But I'm 
going to try anyway. 

You see, despite the fact that it's an 
incredible game in its own right, and the 
best example of the acclaimed Ultima 
series to date, it's not actually the game 
itself that's taken such a grip on me. It's 
the people who play it. Ultima Online is a 
living, breathing worid with 'real' people 
going about their daily business, forming 
guilds, fighting together, fighting each 
other, and desperately trying to find their 
'place' in the great scheme of things. I'm 
not going to go into too much detail on 
the intricacies of UO here (look out for a 
regular column on UO in ZONE soon), 
but suffice to say never in my life have 
I played a game with so many unique 
features and such an infinite scope for 



varied approach to gameplay. How bad 
has it got for me? Well, I actually amazed 
myself when I realised I was having an 
inner debate as to whether I would spend 
the night engrossed in a lengthy UO 
session or watching Chelsea in the FA 
Cup! (Chelsea won out in the end, by the 
way.) Bad news. 

Such is my endiusiasm for this game 
that everyone on the PC ZONE team is 
sufficiendy intrigued to want to find out 
for themselves what all the fuss is about. 
I advise you to do the same. And then 
write in and tell me about it. Incidentally, 
there is an Obsessed feature this month 
on Ultima Online (see page 58) in which 
Adrian Selby claims to be Ultima On/ine's 
number one fan. Want to argue about it, 
Adrian? You know where lo find me. The 
rest of you, enjoy the issue. See you again 
next month. 

Chris Anderson, Editor 



MEETTHE ZONE TEAM 



All PC ZONES reviewers are experts In their field. We like to give every game tliat comes in for review 
the best chance, which is why we give it to a reviewer who's a fan of the genre 




Chris Anderson 

Tiberian Sun - will It live 
up to the hype? I in riQl 

convinced by Weslwood's 
decision to use voxels over 
polygons. They're obviously 
hoping the level design will 
make 11 shire. They'd bettei 
get it right, ffwfs my point, 
Daikatana -w'lH H live up 
to the hype? It riepends 
how much longer the hype 
lasts. But yes, I think they 
can pull il off 



Paul Mallinson 

Tiberian Sun - will it live 

up to the hype? Having 
played It. I can't wait to get 
the finished game. 
Graphically it's nothing 
special, but it's got 
gameplay by iJie bucketload. 
Daikatana- will it live up 
to the hype? It's going to 
liavB its work [:ut out after 
Half-Lite, but then so is 
every 3D shooter that comes 
along now. 



Richie Shoemaker 

Tiberian Sun - will it live 
up to the hype? Possibly 

Just, Technology-wise il 
won't be much lo write 
home about, but Weslwood 
lave never failed when il 
comes to mission design, 
Daikatana- w'lW it live up 
to the hype? John Romero 
= gaming pedigree and 
clever level design. Enough 
said. 



Jeremy Wells 

Tiberian 5i/n- will it live 

uptothehype?ifhinkso 
fulany people wrote il off 
because it's sprite-based 
and doesn't useaSD 
engine. That said, I'm yet to 
play a 3D-powered RTS that 
I've liked more than C3C. 
Dalkatana - will it live up 
to the hype? Let s hope so 
ll'll have lo be something 
special to be better than 
Half-Life. 



Steve Hill Charlie Brooker 

Tiberian fun- will It Ihre Tiberian Sun- wrill It live 
up to the hype? It's tal<en a up to the hype? No 



long lime, bull assume 
Weslwood know what 
they're doing. 

Oaikatana - will it live up 
to the hype? I m 
interviewing John Romero 
(or /^CZOiVf next week, so 
I'll ask him. 



Dalkatana- w\\\ it live up 
to the hype? No 




Paul Presley 

Tiberian Sun - will il live 
up to the hype? No It will 

be plain and ordinary. Like 

Zoe Ball 

Oaikatana - will it live up 

to the hype? No II will be a 
mixriire of brdten promises 
and half-arsed ideas. Like 
Zoe Ball. 



Keith Pullin 

Tiberian Sun - will it live 
up to the hype? I don t 

thinly so. It'll beagood 
game, but when does 
anything truly live up lolhe 
hype'' 

Oaikatana -w'lH it live up 
to the hype? Once again, 
doubtful. Boardroom 
scuffles must surely have 
affected the team's 
performance. 



Adam Phillips 

Tiberian Sun- will it Ihte 
up to the hype? While il 
may not boast the real-time 
30 glories thai everyone 
wished tor. if Westwoofl's 
knack for developing great 
gameplay is present, who 
gives a toss about polygons? 
Oaikatana - will it live up 
to the hype? To be frank, 
I'm more interested in 
what's going on behind the 
scenes at ion Storm, 



David McCandless 

Tiberian Sun- will it live 
up to the hype? Ihe 

goalposts have moved. Our 
survey says (Fanw/Kfoftunes 
electronic fart noise}... 
Oaikatana- will it live up 
to the h^ie? it's a damn 
shame, but probably not 



Warren Chrismas 

Tiberian Sun- will it live 
up to the hype? I hope so 

But il needs lo be a lot belter 
than and different to CSC. 
Oaikatana- will it Ihre up 

to the hype? It'll probably 
meet my expectations, bul 
only because after all the 
delays and problems at Ion 
Storm my expectations 
aren't that high. I'm certainly 
not expeclir>g it lobe better 
than Half-Life. 



Phil Wand 

nfieria/j Sun-will it live 
up to ttie hype? Weslwood 
wrote the real-lime strategy 
cckMxxM.. and they're all loo 
aware that everyone's 
watching them. They can't 
afford to gel il wrong, and so 
Ihey won't 

Oaikatana- will it live up 
to ttte hype? I doLibt il il will 
be anywhere near as 
accessible as Half-Lite. 
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"... this is a really impressive 
producl from Creative." 



Imagine a place where games are so lifelike 
that it's hard to tell fantasy from reality. 
Imagine a place where the latest sound card 
and speaker technologies combine to deliver 
Environmental Audio^" - a new standard of 
accuracy and vitality in 3D sound. 

Stop imagining. Enter the Creative dimension 
whenever you see the Creative name. 

Your PC will never be the same again. 

Visit our web site or call 01245 265 265 for 

more information. 



Sound Blaster Live! and 
FourPointSurround speakers feature 
Environmental Audio which delivers: 

• Exceptional sonic clarity that is so litslike, 
it feels like it is being played live 

• Accurate 30 sound positioning and full 
Surround Sound support 

• Realistic audio 'environments' thai make 
the latest 3D games come to life 

• Studio quality audio processing that 
takes PC music to a new level 

^'?j^*i^ Environmental 
5^!^ %f Audio" 

■^-^ j^ byCRElATIVE: 




CREATIVE 

Your PC's key to another dimension 

WWV>/. SDUNDBLASTER.COM 



Sound Cards 



Graphics Cards 



Speakers 



PC-DVO 



Video 



C Cnallva Tschnokioy Lid. All brand and producl r 



I llilsd ira IrsdsmBrlii or tBflisleted Irademark], end Die proparttes of their raspecllve halders. 
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MAILBOX 

The great patch debate continues to rage unabated; one man's 
crusade against online gaming cheats; and Charlie Brookerxs 
forced to eat his own arse. No, really 

ANSWERED BY Chris Anderson 

|7iFT?T7TrT7]^^^^^^^| THE NON- tike myself it is a nightmare. 

If your letter is selected as !2I™SI'^^ ^' ' '^^ "°' """^ " °' ™'^ '"^ 

Letter of the Month we'll send INTERNET own - a modem. 

you some promotional goodies, ' "'^^ ^^^^ '"^"^^^"^^ ^"^ ' '■^'^^"^'>' ^^^ ^ P"""*^'^") 

» -o™= .^^A ^^.rf.« ™,™ <-««« deeply concerned by the with Sensible Soccer (World 
a game and maybe even sonie ^ ■* -' , 

haniwarpi letter from Daniel Cup Edition) not being 

L Woolstencroft published in compatible with Windows 

imrTE TO Mailbox, PCZOHE, [he February (#73) issue of 98. 1 was informed by the 

Dennis Putriishing, 19 Bolsover yg^r magazine. publishers that I could 

Street,LondonW1P 7HJ I appear to be reading download a patch, but I 

BUJL letten.pczone@dennls.co.uk more and more about games explained I had no access 

being released without being to the Internet. They were 

CHAT FORUM II you've gol something c„ , jil u- ui luu 

fully tested, and although U unable to send the patch on 
pressing to say, check out the 'lively chat , ,, ,. , , . . , 

may be acceptable to some a disk, explaining thai my 
lonjm on our website. Point your browser , , , , , , ■ -,-, l 

people to download patches choices were: 1) return the 
atwww.pczonaco.ul<TorTurttierinfo. r , , r . i r,, l 
from the internet, for gamers game to the shop; 2) buy a 

modem; 3) buy every 

computer magazine every 

1 PTyrn iir TUP MIIMTII I inomhumillfindapatchon 
LdlCnUr I I1L inUn I n ■ oneofthelrcoverdlscs, 

which, basically translated, 

DID I SAYTHAT? ■ is 'tough shit', with some 

Hello. 1 remember Charlie Brooker saying that if H difficulty I managed to obtain 

Carmageddon U didn't win Game of the Year he would eat H a refund for the game. I tried 

his arsel Oh dear, look at what did win! I could supply the H again recently with the 

'brown sauce'. I WANT PICTURES! I European Edition, which I am 

l^avidGower (No, pleaae don't!) H pleased to say works fine. 
O Charlie responds: Damn. Thanks for pointing that H However, I recendy read a 

out, David. As a man ofmy word, I'll make sure I eat it H reviewof T/ie Operarioiia/Arf 

at the earliest opportunity. By the way, thanks, H Of War that made my mouth 

butldon't need the brown sauce -my j^^^^^^ H water Cyes, I know I'm sadj, 

arse can generate that by itself. Next ^^^^^BPI^H which finished by saying that 
time I'll vow to eat someone e/se's arse. ^^rw^\ ^^^ 

Any suggestions? iwjliJA^fWB **Thegainelooks 

^v^v ^^^^ "^k^^HFH like it's going to be 

) j^^^k. ^i^^l better than Nell 

McAndrew [aka 
Lara Croft] 
sj> , *^^^^^^ ■ smothered in 

^ ™fc^ -^^^^^ mL ■ chocolate, with no 

spoon around^ 

NEIL BARRINGTON ON /U£F-UFf 

Charlie goes for 

arse with ^^^^^^^^h ^^^^^^m h ^^^^^ ^^^ serious bug 

aiscomforting ^^^^^^^^^V ^^^^^^^^M ^M , ,■ , 

^^^^V ^^^^^B ■ relating to the -supply Imes 

Actual act not ^^^^^^^V ^^^^^^^^^k H whichcrippledthegame.lt 

Obvious reasons. ^^^W *ii^^^^^^^H ■ had a fantastic reputation for 

supporting and patching their 
games, and that a patch was 
already available on the 
Internet. This was small 
comfort to me, and needless 
,^^^^^^^ to say I did not buy a game 

^^:{^ :^^^^^^^^^^^ ^^^^ ^ would have really 

enjoyed playing. 
I suppose the only 

1.* 





solution is not to buy any 
more games. But wouldn't 
life be boring? I'm very 
interested in hearing your 
comments, and would 
welcome the feature you are 
considering on this subject. 

Terence D Edwards 
O Publishers are obviously 
going to continue releasing 
games that are not Hnished. 
The feature we were 
planning on this problem is 
now under discussion and 
will appear in the mag 
soon. This will give the 
publishers a chance to 
defend themselves and 



answer the many questions 
we get on this subject. 

The simplest way out of 
this problem for you is to go 
out and buy a modem. The 
fast ones aren't expensive 
these days, and with the 
ability to download patches 
from the Internet you can 
avoid a repeat of the 
nightmare you had with 
Sensi World Cup Edition. 

But there are many other 
reasons why PC games 
players should consider a 
modem to be an essential 
accessory. Let reader Mr 
Ivan explain... 



HALLOFSHAIVIE 



In the January edition of PC 
ZONE (#72) you reviewed 
Interplay's /\crion Hall Of 
Fame. You said that the 
compilation was great, the 
main reason for this being the 
inclusion of MechCommander 
(although you did go on to 
mention the other three 
games). Well, it's not 
MechCommandcr that's part of 
the compilation, but 
MechWarrior 2 Mercenaries. 
How does this affect the 
review, and is it still worthy of 
a 90 per cent-plus score and 
thus Classic status? 

William Curry 
O It was on a routine call to 
Interplay that we were told 
of the impending release of 
Action Hall Of Fame: 
"What's on it?" we asked. 
"MDK, r76, Carmageddon 
and MecbCommander," said 
Interplay, 

"MechCommander? Are you 
sure? It's only been out a 
couple of months." (We 
were obviously suspicious.) 
"That's what it says here. 
And it's only £20." 
"Can you send us a boxed 
copy?" 

"It's not ready yet, but when 
it is..." 
"Fine. We've got all those 



games in the office so we'll 

review it anyway. Now, are 

you are sure that it's 

MechCommander and not 

MecbWurrior?" 

"Yep." 

"And it's 20 quid?" 

"Yep." 

One month later... 

"Hello, Interplay. You lied. 

Mec/i Commander - where is 

it? Twenty quid? I don't 

think so." 

"Well that's what it says 

here." 

"But it's out in the bloody 

shops." 

"Is it?" 

"Yes." 

"Oh. What score did you 

give it?" 

"Ninety-three per cent. But 

don't worry about it, we'll 

take 20 per cent off your 

next release to make up for 

it. Bye." 



II 



No MechCommander in Action 
Hall Of Fame, despite recent 
reports (er, by us). 



MAILBOX 




HAPPYTALK 

I am writing to tell everyone 
what a modem can do to 
resurrect their love for 
forgotten games. I completed 
my copy of Red Alert with 
ease. The multiplayer 
challenge offered by the 
computer Al was, to be frank, 
feeble.lt would either attack 
you at the beginning of the 
level and demolish you in one 
move, or let you build a 
massive anny of tanks and 
then try to defend itself with 
mere soldiers. 

However, I have since 
discovered the delights of 
one-to-one gaming via a 
modem. RedAlen against a 
human opponent lakes on a 
whole new dimension, and 
the many new levels I can 
download from the Internet 
have made my initial 
purchase seem like even 
better value for money. 

And recently I discovered 
Quake It multiplayer over the 
Internet. Suddenly, evenings 
weren't evenings, they were 
devoted completely to 
playing Quake II. After this 1 
joined the Death Or Glory 
clan and am presently 
preparing for the start of the 
DeathMatch league. 

As you can see, a modem 
can revive old games and 
bring another dimension to 
their newer counterparts. 
There are only two things I 
need to point out before you 
rush out to buy that 
hardware: 1) be prepared for 
a massive phone bill; 2) don't 
expect to see the brightness 
of the sun for days. 

You have been warned. 

Mr Ivan 

Couldn't have put it 
better myself. 

HACK OFF 

1 was just reading one of your 
old mags about online 
cheating and felt 1 had to 
voice my opinion. I've been 
playing Jedi Knight on the 
IGZ for a while now, and the 
amount of hacking that goes 
on is unbelievable. I have no 
problem with hackers who 
only play with other hackers 
to increase enjoyment, but I 
can't stand those who enter 
my games to mess everything 
up. Some hackers continually 
return to the game and get 
kicked out, but they slowly 
mess the game up. You said 
in the article that detection 
methods are improving, but I 
haven't really seen any 



evidence of this. Something 
really must be done. I'm 
currently playing MP 
Wargasrn, but I'd say it's only 
a matter of time before that 
starts to be hacked up too. 
The IGZ, Heat.net and 
Mplayer should ban hackers 
before it gets any worse. 

Michael Dublin 
O In our experience, 
hackers and people who 
cheat in online games are 
finding it increasingly 
difficult to survive for any 
reasonable length of time. 
For example, Origin 
penalise Ultima Online 
cheats by locking them out 
of the system permanently, 
and Battle.net has one of 
the most sophisticated 
online security systems 
we've seen to date. We 
know hacking is still a 
problem in certain areas, 
but we expect the situation 
to improve considerably 
over time. 

MORE PLEASE 

In your Xmas issue (#71) you 
had a second cover CD with 
every Quake mod, map, 
demo etc. I liked it so much 
that I still keep it along with 
genuine games. I've used it 
countless times and still 
speak to people on the Net 
who tell me: "I also got some 
cool Quake mods. 1 got them 
from a PC ZONE issue a while 
ago." 1 know quite a few 
people who bought that issue 
just for the cover CD. In the 
next few months could you 
build up another one like that 
for either Quake II or Unreal, 
or even Half-Life if there are 
enough mods by then? Me 
and the rest of the Quake 
community would be very 
grateful. Thanks. 

Jonathan Mayshar 



endeavour to produce 
another CD packed with 3D 
shoot 'em up treats for your 
continued entertainment. 




The ZONE Quake CD proved 
enormously popular. Expect 
another 3D shoot 'em up special 
in the near future. 



O There aren't enough 
mods and TCs out there at 
the moment to justify 
another CD, but we are 
constantly monitoring the 
situation, and as soon as 
this changes we will indeed 




THE FINAL 
FRONTIER? 

The thing that came to me 
from reading your Space 
Combat Supertest article 
iPCZ #72} was how much 1 
missed my long-gone copy of 
Frontier and the ST 1 ran it 
on. Sad but true. Bloody 
awful in most respects, but 
there was a lot of variety 
loaded onto that one diskette. 

I wonder if Electronic Arts 
would consider some of the 
elements of Frontier for 
Privateer 31 (Assuming there 
will be one!) Lose the FMV 
and the plot, and go instead 
for a big galaxy to explore, 
chopping and changing 
between careers, getting 
medals from both sides, 
landing on moons and 
asteroids which you could 
then mine for minerals, and 
so on. I particularly liked the 
idea of changing your ship to 
suit the mission. It's fine 
having a big ship with 12 
crewmen, big guns and loads 
of shields, but the option to 
fly a smaller, weaker ship 
which will get you around 
faster is always welcome. 

Frontier had some brilliant 
ideas. Combine them with 
the playability and gorgeous 
;^raphics of Privateer 2 and 1 
reckon EA would have a 
winner on their hands. 

Simon Towner 
O To our knowledge. EA 
currently have no plans to 
make Privateer 3. However, 
Digital Anvil are currently 
working on a game called 
Freelancer for Microsoft, 
and that promises to deliver 
everything you're asking 
for and more. We can but 
wait and hope. 



SPACED OUT 

I've just bought Ho(f-Li/e (due 
to lack of RAM I'm unable to 
play it - sob), and I'm writing 
to complain about the size of 
the game - 420Mb of my 
hard drive is stuffed full of it! 
Why isn't there a minimal CD 
install option like just about 
every other game? Couldn't 
the programmers leave the 
model, sound and texture 
files in separate directories 
instead of packing them all 
into one giant .Pak file? This 
would also save time for the 
editors and mad level 
creators tike myself. Apart 
from that the game looks like 
it's going to be better than 
Nell McAndrew smothered in 
chocolate, and no spoon 
around. Well, nearly better. 

Neil Barrington 
O Yes, 400Mb is a lot of 
space to give up on your PC 
for Just one game, but we 



can see this becoming a 
familiar problem as an 
increasing number of 
developers assume we all 
have Pentium lis with giant 
hard drives. You can expect 
this to be particularly true 
in the case of 3D shoot 'em 
ups, as they don't lend 
themselves easily to 
constant CD accessing, and 
will always go to your hard 
drive for storage space 
whenever possible. 

Having said that, we can 
forgive Valve this little 
misdemeanour, as Half-Life 
is one of the few games 
that's genuinely worth 
freeing up space for. 

We can't comment on 
your Nell McAndrew 
analogy, other than to say 
you'll definitely find Half- 
Life has been well worth 
waiting for when you finally 
get round to playing it. 023 



SHORT BUT SWEET 


Keep your letter short and you're more likely 


to get a reply in PC 70/V£ 




O A few things 1 noticed about 


O About six months ago you 


the PC ZONE crew. 


said that Command & Conquer: 


Paul Mallinson looks like that 


Tiberian Sun was going to be 


guy from The Beautiful South; 


released in July '98. So In July 


Warren Chrismas looks like 


1 saved up 35 quid, only to find 


he's got a permanent 


that it was coming out in 


hangover; and Charlie Brooker 


November. Again 1 saved up 


looks... like a complete and 


another 35 quid, but then 1 


utter git. And yes, 1 am perfect. 


found out that its new release 


Thief 


date Is February '99. What the 


No you're not 


hell is going on? Could you 




please give me some Info on 


1 just wanna say thanks for 


the game, because 1 know a 


the excellent info concerning 


few people who want to play it 


the Carmage0cion //demo on 


but are pissed off because It 


your excellent cover CD with 


keeps on being postponed. 


the January issue. By 


Timothy Jenkins 


changing a few things 1 could 


We can only ghre you the 


drive all the cars except the 


InformatlDn we get from 


Volvo truck. And just as 1 was 


publishers regarding release 


getting tired of the mindless 


dates. Tiberian Sun 


violence... Naaahhhhl 


(previewed on page 42) was 


Michel! Rea 


scheduled for a IWarch 




release last we heard, but It 


O This is the first email I've 


now looks like it couid be 


ever sent. 1 just want to say 


April. We'ii let you know 


how much I like your 


exactly when the game will 


magazine. I've just bought my 


be released when we've got 


first PC after being brought up 


finished code In our hands 


on the Sinclair Spectrum, 


for review. 


Megadrive and PlayStation. 




I've read lots of magazines 


O In the 'We Say' bit of the 


over the years, from Crashio 


recommended specs in your 


PCZO/Vf,andlhavetosay 


reviews.when you say '3D 


yours is the most Informative 


card' do you mean any old 3D 


and well laid out. Keep up the 


card? Would a bog standard 


good work. 


3Dfx Voodoo card suffice? 


Shay Elliott 


Charles 


Glad to be of sarvica 


Yes. 



MU1999#74l>CZONE 9 



'>■ y 



V 



% 



■■/J. 



e^c« 



,y 




40 OF THE MOST LIFELIKE MISSIONS YOU'LL EVER FLY. 
"92%"- PC ZONE. AVAILABLE ON PC CO ROM. 







New graphics engine = you 
may need a Pentium III to get 
the most out ot It, especially it 
it's to look as ftood as this. 



'imm 



TIME TO GET BACK IN THE ZONE WITH 




ALL YOU NEED TO KNOW 



DEVELOPER Pandemic Studios 

PU8USHER Activi^ion 

EXPECTED RE1£ASE DATE Autumn (TBC} 



IN SUMMARY 



BattteZme II is the sequel to the critically acclaimed 
aclion/strateev hybrid that's got atxiut as much to do 
with the original arcade game as state cake and judo. 
It Is in tad the next in the senes ot action/strategy 
hybrid games from developers Pandemic Studios. 



WHAT'S THE BIG DEAL? 



A new yraphics engine, improved artiticial intelligence, 
and new subterranean and underwater levels should 
be enough to convince Quake and GSCfans alike that 
BstSeZwe II is worth getting excited about. 



POTENTIAL PITFALLS 



Is it a first-person, tank-based action game, or a 30 
real-time strategy-test? Despite the success of its 
predecessor, many still believe that it's impossible to 
mix the Ivra genres successfully. 



The nation's best-loved 
action/strategy hybrid is set to make 
a welcome return later this year 

O HAVING A SHERMAN Jeremy Wells 
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Before you go misty-eyed 
about green wireframes, 
old-sized ten pence 
pieces and the pros and 
cons of a double joystick 
control system, let's 
make it clear that 
BaaleZone II is not the sequel to the 
seminal '80s arcade classic, but the 
next in the series of action/strategy 
hybrid games from newly formed 
developers Pandemic Studios. 

Fans of the original crossbreed will 
be only too pleased to hear that while 
the original design team have since 
left Activision, they have had the 
foresight to stay together, form their 
own development studio and sign the 
next 18 months of their collective 
lives to the American publisher in 
order to produce a sequel to their 
original ground-breaking effort. 

Boasting a new, much prettier 3D 
graphics engine designed to take 
advantage of the latest 3D accelerator 
kit, BattleZone II is certainly a lot 
kinder on the eye than the previous 



effort. While the game interface and 

core AI are essentially the same, both 
areas have benefitted from prolonged 
testing, and Pandemic have actively 
sought comments and criticisms 
levelled at BattleZone (PCZ #62, 
81%) via their website (www. 
pandemicstudios.com) in an effort 
to make sure that the sequel is as 
user-friendly as possible. 

^Boastinga new, much 
improved 3D graphics 
engine, BattleZone U\s 
certainly a lot {(inder on 
the eye than the 
previous eff ort99 

In an attempt to broaden the 

appeal of Batc/eZone //, Pandemic are 
designing the game to appeal to 
strategists who lack the twitch 
reflexes necessary to successfully pilot 
a hover-tank, by introducing the 
option to play the game without 



having to 
stretch that trigger finger 
at all. At the same time, rocket 
jockeys who thrive on being at the 
centre of the action can concentrate 
on raising their kill count thanks to 
more 'intelligent' friendly units who 
are now more than capable of looking 
after themselves. New and improved 
AI routines that prioritise and 
monitor each unit's performance 
mean that CPU-controlled units 
should be more adept at pathfinding, 
and possess the ability to assess and 
repair any damage, leaving you free 
to kick enemy butt rather than babysit 
sick units. 

Several new units, including tanks, 
infantry and mobile assault groups, 
are promised, and this time you are 
prompted to look at the bigger 
picture, with base development and 
resource management playing a much 
larger part in the overall long-term 
strategy. You will also be encouraged 
to make better use of the more varied 



terrain on oiler, and take full 
advantage of the network of tunnels, 
deep, moving rivers and lush foliage 
that populate the richer, more 
detailed game worids. 

Those with access to the Net or a 
LAN will be pleased to hear that the 
much-loved multiplayer experience 
that proved so popular with 
BattleZone fans will also benefit from 
a slew of new options: co-operative 
play against CPU-controlled 
opponents, a new rwist on the 
traditional Capture the Flag-style 
scenario, and an instant action mode 
that enables you to hone your 
multiplayer skills, as well as the 
traditional one-on-one melees. 

Although not scheduled for release 
unril much later this year, BattleZone 
U is already shaping up to be one of 
the year's most keenly awaited titles, 
and one that we at PC ZONE will be 
monitoring very closely indeed. GIEJ 
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TV-style replays 
should make Rally 
Masters a Joy tor 
spectators. 



ALL YOU NEED TO KNOW 



DEVELOPER Digital Illusions 
PUBUSHER GremlKi Interactive 
EXPECTED RELIASE DATE May 




MOTORING AHEM WITH 



IN SUMMARY 



Loads ot fcsjiised Iroiii- , rear- and four-wlieel drive 
cars, teams and drivers; Half a dozen different 'real 
world' locations; super-detailed graptilcs; 'shit off a 
sfiover trame rate ttianks to a new game engine: 
multiple format racing including the opportunity to 
race head-to-head against ihe CPU or a chum or eight 
(over a LWJ) 



WHAT'S THE BIG DEAL? 



Rally Masters is the next game from Swedish 
developers Digital Illusions, the people wt>o gave us 
the blisteringly quick Molixliead{PCZ^62. 90%). 
With this kind of ancestry, things are looking really 
good for rally fans 



Does the PC really need 
another driving game? 
It does when the game 
looks this good 

O BELTING UP Jeremy Wells 



POTENTIAL PITFALLS 



There are already heaps of excellent driving games 
available for the PC, so Rally Masfe/s will have to go 
some to make the same kind of Impact as Gran 
Turisrwa\ the PlayStation 
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RALLY 
MASTERS 




Great news for arcade fans: as well as traditional agalnst-the-clock races, there are also head-lo-head races. 




The Subaru (left) and Peugeot 306 (right) 
are among the numerous supertily detailed 
cars you can drive In Sally Masters. 



To say that there's no lack 
of decent driving games 
for the PC is a pretiy 
obvious statement. 
Whether your penchant 
is for Formula One, 
touring car, super-car or 
table-top racing, you're pretty well 
catered for. Up until now, 
Codemasters' Colin McRae Raliy {PCZ 
#68, 93%) has been the game of 
choice for most rally fans, and to be 
honest it's going to take something 
special to knock it off the top spot. 
Undeterred, Gremlin Interactive 
have decided to enter the fray, A crazy 
decision, you might think. Except that 
they have a secret weapon - Swedish 
developers Digital Illusions, the no 
doubt very blonde and healthy- 
looking bunch of chaps who brought 
us the rather excellent and unusually 
monikered arcade racing spectacular 
known as Motorhead {PCZ #63, 90%) 
a year or so ago. 

Far from resting on their laurels, 
sitting around in saunas, listening to 



The Cardigans and drinking copious 

quantities of absinthe, they've been 
beavering away developing an even 
quicker game engine that's capable 
of chucking even more detail around 
your monitor screen. 

What this translates to in real 
terms is mouth-watering to say the 
least. Not only does Rally Masters 
sport superbly detailed cars and 
scenery, but there's also real-time 




before you 

can say Mark 

Thatcher your headlights have 

smashed into tiny shards and your 

gearbox has decided to call it a night. 

Yep, you've got real-time mechanical 

failure to contend with too. 

But it's not all bad news. As well as 



^Hox only does it sport superbly detailed cars and 
scenery, but there's also real-time car damage and 
sexy weather and lighting effects to behold^ 



car damage and sexy weather and 
lighting effects to behold. Spin off 
while careering down a snow-capped, 
pine-lined mountain track and you 
see bits flying off your car and panels 
being dented quicker than you can 
say 'Vorsprung durch technic'. Swerve 
off course in the dead of night while 
speeding through the desert and 



a garage full of different licensed and 

badged cars and teams to choose 
from, you get an orally effervescent 
co-driver to keep you heading in the 
right direction, and the facility to roll 
up your sleeves between stages and 
tinker with your car's engine and gear 
set-up and choose die best tyres for 
the job. 



Those of you who find 
the prospect of racing 
against the clock a lonely and 
somewhat dull affair will be pleased 
to hear that as well as the traditional 
rally sprint-style shenanigans, there's 
also the opportunity to compete in 
knock-out head-to-head racing, a 
CPU/multiplayer championship or 
CPU/multiplayer duels. Special 
attention has been paid to recreating 
realistic individual driver AI (or so 
we're told), and 3D sound should 
help those with the relevant kit to 
keep a check on who's in their blind 
spot when speeding into those 
difficult bends. Finally, TV-style 
replays enable each driver to relive 
past glories or disasters in frame-by- 
frame fashion. 

All in all, it sounds rather jolly. 
Suffice to say we'll be keeping a close 
eye on the game's development ■- as 
no doubt will Codemasters. CH 



i 
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TECH-HEAD 



A major announcement from Intel, 
and a joystick/hat thingy 



ONLINE ZONE 



Man/f/nrf online, 
game piracy via 
the Net, and more 



R22 




FREE roRTRESS 




Something to keep us going while we wait for Team Fortress 
//to appear: Valve have already successfully ported the 
original Quake version of Team Fortress over to Half-Life and 
plan to release it as a free download, in fact as you read this, 
Team Fortress Classic should already be available. 
Incidentally, much of the old code should remain the 
same, including character classes and weapon 
damage. There aren't ttiat many new features, but you 
can expect to see two new maps, the ability to crouch, 
and a more user-friendly interface. You can find details 
at www.sieiTastudio5.coni/gaine$/halflife. 

While we're on the subject of add-ons. Monolith 
have announced details of add-ons for their two 3D 
shooters. Blood ll{PCZtt72, 88%) and Shogo: Mobile 
Armour Division (PCZ^n , 92%). 

To be released in April, Stiogo: Legacy Of The Fallen 
introduces eight new mechas and eight enemy 
characters, while the as yet untitled Blood II pack 
features more levels reminiscent of the original Blood. 
The robed cultists make a welcome return, in addition 
to two new monsters and extra weapons, the flayer and 



auto-shotgun. The Blood II pack arrives next month, although 
unfortunately you'll have to part with hard currency to get 
hold of botti add-ons. In addition to those. Wages OfSiN. the 
official SiN mission pack, should be in the shops now. 




nizziuiDsnLiwniiCEiiuiT 



You may remember a passing comment 
in the Xmas issue (#71) of PCZONE 
where we implied that Blizzard had 
parted company with Cendant. This, 
happily, was complete bollocks, and we 
apologise profusely to both Blizzard and 



Cendant for the mistake. 

While on the subject, we also had a 
pop at Half-Life's number three position 
in the sales chart last month. We would 
like to point out that it was behind Tomb 
Raider lltana FIFA 99. two of the 



biggest franchises in games history, 
so a) Half-Life's position was not 
surprising, and b) we were only 
bemoaning the fact that it deserved to 
be Number One anyway If you haven't 
bought it already go and do so now. 



THEPCZONE 
CHARTS 



More comprehensive 
than ever 




MAN WHO 
KNOWS 

The very latest 
industry gossip 
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CONSOLE ZONE~ HOTSHOTS 



Games that you'll 
never see on 
the PC 

P.33 




A sneak preview of 
up-and-coming 
game releases 



J!34 





ncnGHT 



It's on. Again. Unreaf Tournament \akes on Quake III Arena at its own game 



O RINGSIDE Richie Shoemaker 



Quake III vs Unreal Teurnament 




It's always fun to pitch two heavyweights together - even more so 
when both games are set to appear within weeks of each other. Soon 
after iD announced that a Quake III Arena test version would he 
available for dovmload in March, Epic went one better and said that 
Unreal Tournament would be finished and out of the door at the same 
time. The aim, of course, being to steal some of Quake ///"s thunder. 

On the face of it. both titles are trying to achieve the same aim. By 
ditching the traditional single-player game where levels are completed 
in linear fashion, both developers are focusing their efforts on 
creating glorified botmatches. In both games the goal is to 
become top dog by defeating human and computer- 
controlled opponents. While both titles offer a range of 
deathmatch variations and a heady mix of weapons - new 
and old - there's one significant difference between them: 
Quake III - new engine; Unreal Tournament - old. 'Nuff said? 
Well, no. Tournament has the advantage that it probably requires 
a less hefty PC and that it's likely to include more in the way of game 
variation. Quake III, for ail its technical wizardry, seems as brown as the 
first game, and for your troubles you're going to need a P200 and a 3D 
card. Even then Quake III may well prove choppy. 

Some gamers may feel inclined to dismiss Unreal Tournament on the 
grounds of its predecessor's poor multiplayer game, preferring instead 
to await Arena's final release. However, where both games should 
succeed is in the AI department. Epic have already proved themselves. 
iD haven't, but they are no doubt fully aware of past failings and will be 
pulling out all the stops. 

Whatever happens in the final round, the stage is set for a mighty 
conflict. Wlio will emerge the victor? Who cares. Even if the judges 
declare a draw, it's us, the gamers, who always win in the end. CSi 




...and in the snot-green comer, Unreaf 
Tournament. Seconds out... 
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In the near future, we'll be launching 
a title that's going to drive you wild 
with ecstasy. So prepare yourself for 
something very special. And try to 
keep a grip. 



Survival of the fastest. Coming soon 



www.eidosinteractive.co.uk 
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OWEN DROPPED 

But Dalglish is back in ttie squad with this iatest footle game 



Silicon Dreams' third footie game in less than a 
year, following WLS '98 {PCZ #65, 70%) 
and Michael Owen's WLS '99 (PCZ 
#72, 84%) is UEFA Champions 
League, a football game based on 
the most glamorous and high- 
profile club competition in the 
world. All the teams from this 
season's tournament are 
included, as well as all the 
past winners of the European 
Cup. So if you think today's 
players are a bunch of overpaid 



pansies compared to yesterday's greats, you can 
prove it by pitching the 1977 Liverpool team 

against last year's Real Madrid side. You 
can create an All-Time Greatest team 
of your own and alter history in 
real-life scenarios. You can also 
expect new moves and an 
obhgatory improved graphics 
engine. We'll have to wait 
until spring, however, to see 
whether Man United can beat 
Inter Milan, or if UEFA CL can 
beat FIFA '99 (PCZ #71. 92%), 





Commentary comes courtesy of Elob Wilson, Ron Atkinson 
and Brian Moore. 



il/ iiZ7%ihU,-CXi/tUIV'i*H*. - ■ ■ '• 



•" (KTZO 



Play In some ot the grandest stadiums In Europe. 



How hard will it be to score goals like this in UEFA CL? ■ UEK CL features 95 squads of 2S piayers each. 




If Chris KIngsley, technical director at Rebellion 
Studios (currently working on Aliens Vs Predatoi), 
was marooned on a desnl Island with nowt but a 
PC, an unlimited power supply and Ave games, 
which games would he choose? 



m 



OSIMCrTY(Maxis/EA) 

O CiVIUZATION (MicroProse) 

OWARCRAR 2 (Sierra)* 

O MYTH (EidOS) 

O AUENSVS PREDATOR (Fox) 

' Choice if allowed only one. 



Comment 

"In the absence of a Woman Friday (and a woman for all 
the other days of the week). I guess I'll have lots of time 
on my hands, so I really want games with longevity and 
replay value. I've picked AvPbecause when I go on 
sunny holidays I normally get bitten by lots of insects, 
and this Is my chance for revenge! 

"If someone held a gun to my head and I really had 
to choose one, and 
I wasn't allowed 
to choose AvP, I 
would probably 
have to pick 
WarCraft2. 



SHORTS 



TOP TITUS 

Ffench publishers Tilus. who 
last year bought UK developers 
Digital Integration, have 
snapped up the rights to the 
lucrative Top Gun licence. 
Allhougti there are no details 
at the moineni Tjius have 
announced that their first 
game will be a 3D flight 
simulation. No, really. 

Top Gun: Hornet's Nest, 
from MicroProse, is reviewed 
on page 82. 

SATAN'S BALLS 

Originally dropped to make 
room for the Duke Nukeiii 
table, Devil's Island is a new 
pinball table tor existing 
om&soi Balls Ot Steel (PCZ 
#62, 70%], Developers 
Wildfire hope to make the 
table freely available tor 
dowiiioad from their website. 
Check out www,wildflre. 
com,au tor more details. 



CM3 UPDATE 

In last month's review we stated that Championship Manager 3 needed a beefy PC. 
While this is true for players wanting to run the game firing on all features, the 
development team have since optimised the code further to enable you to run a single 
league in creamy smoothness on a PI 33 with 32Mb RAM. Which is nice. 

LiniE GREEN MEN 

After the disappointment of the original Army Men (PCZ #66, 41%), where your little plastic 
soldiers were as intelligent as their real-life counterparts, it's with some relief that we can 
report that the sequel is looking far more promising. The setting has been moved to the 
Micro Machines and Toy Story environments it was more suited to, with bedroom floors, 
gardens and kitchen sinks all providing their own unique perils. We only hope that 3D0 
Studios can improve on the original's clumsy control system and weak Al. Army Men H 
should be out before Christinas. 





A good soldier never leaves a man behind, 
even if he smells of cliarred plastic. 
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SOMEBODY'S 
WATCHING 

OnArellian paranoia meets 3D adventure 

Following on from George Orwell's novel 1984, Big Brothehs a 3D adventure 
where, as ex-soldier Eric Blair, you must find your girlfriend Emma, who 
may or may not have been whisked away by the Thought Police for 
terminal mind-scrubbing. In constant view of Insoc telescreens you must 
interact with proles, criminals and Party members to discover the truth - unless 
you'd prefer to end up in Room 1 01 . Endorsed by The Orwell Estate, Big Brottier 
moves the adventure into the realms of first-person shoot 'em ups, and may well 
prove to be another game that saves the adventure genre from distinction. 
Developed by MediaX, Big Brother shoM arrive this spring. 



^ ;i^.^_ ^^^^^v V "''"6 Iwen waiting lor a decent adventure lor years." | 
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A 3D aduenlure witti a decent engine. 






1940s London moots 1980s paranoia. 


Fan in here and you might get a nasty scratch or two. | 



GAMESAREEVIL-OFFICIAL 

"My ten-year-old son believes that he is immortal, and I'm 
having to teach him that games are not reality, people do die." 
That's just one quote from a recent survey into the attitudes of 
the British family towards computer games. The NOP survey, 
commissioned by Blue Byte, also found that 90 per cent of boys 
aged between ten and 1 6 have played a 'violent computer game', 
and that 70 per cent of girls believe violent games make children 
violent as a result. 

Strong words indeed, tiut at no point are we given a 
precise definition of 'violent'. Shooting people in 
the face is violent; fat plumbers jumping on 
squirrels isn't. Neither, it seems, were any 
games players over the age of 18 
interviewed. From our experience games 
just make you obese and uncommunicative, 
no matter what age you are. Whatever, expect 
the crackdown to begin in earnest. 





If someone offered you a game racing the fastest cars 
known to man, across real-world locations in Europe and 
North America, and you could tinker about with settings to 
get the upper hand against computer-controlled cars, 
you'd say: "Wow, that's original." Well, that's Sports Car GT 
from EA. The one major selling point is that the game 
features more than 50 cars and teams. If you're interested, 
it's out in the spring. Good screenshots though. 




YOURMOJ)TWANTi:iD 



A look at the games you're most looking forward 
to over the next few months, and when they're 
supposed to arrive 



Team Fortress II (Valve/Sierra) 
Aliens Vs Predator (Fox) 



C&C:Tiberlan Sun (Westwood/EA) 

Quake 111 Arena (iO/Activision) 

Alpha Centaurl (Firaxis/EA) 



Duke Nukem 4Ever (3D Realms/GT) 

Driver (Reflections/GTl ^ 

Kingpin (interplay) 



Warzone2100(Eidos] 
10 Diablo II (Blizzard/Sierra) 



May 

„April 

March/April 
_April (TBC) 

End Feb 

Mid-'99 

March 

^April 

fi^iW 

Autumn 



WINI Submit your vote and go into the hat for a mystery 
prize draw. Email us at letter$.pczone@denni5.co.uk 
with the subject line 'Most Wanted', or write to the 
usual address. 
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C0VEN1RY GOD. IVOR! 



Famous for the naked bird on a horse, a cryptic ring 
road and loads of Hitler's unexploded bombs 

O SEHTTO COVENTRY Craig Vaughan PHOTOGRAPHY Fiona Wilson 





GEORGE 
HEIGHTON 

1 8. conqiiiter science 

student 

So what brings you into Game? 

Looking for something specific? 

"I'm after the Star Wars expansion 
disc, Balance Of Power." 
But you're loitering by the 
X-Flles game. Didn't you pick 

it up? 

"Yes, I've got a copy at home, but I 
swear I never bougtit it. It was a 
gift. I got curious so I played it, and 
got stuck on the last level. I 
thought there migtit be some 
clues on the box. Listen, you won't 
tell anyone, will you?" 
Course we won't... 



Branches of Game have been a bit erratic with our roving reporters, and the city 
of Coventry has never won any awards for its hospitality eitlier, mo it was w;ith a 
degree of trepidation that we travelled down the A45 on a freezing, snow-swept 
winter's morning. Thankfully our fears proved totally unfounded, because this 
store, situated in the West Orchards shopping centre, proved to be a Mecca for 
both hospitality and style. 

Although there's strong local competition from Virgin, HMV and Electronic 
Boutique, Game continues to go from strength to strength, aided by the 
informal atmosphere generated by the store's new manager, 25-year-old Robert 
Hunt. His philosophy is simple: "I employ approachable and knowledgeable 
staff who try to be the gamers' friends. We get a lot of repeat custom because 
people know they can trust us. Our secret is that we're games mad. We play the 
titles we're selling, so if someone's about to buy a turkey we'll tell them and 
suggest an alternative. Folk respect that and value our expertise." 

So what are the best sellers at the moment? 

"Half-Life sold tons, even outstripping Tomb Raider III initially, and Gangsters 
has done brisk business too. Sil^ has been popular as well, but it's clear that 
everyone's waiting for CM3 and 
Tiberian Sun." 

Looking to the future, Robert 
predicts: "I think 3D cards are 
going to be big this year 
Technology means they're getting 
cheaper and faster, and 
graphically PCs are leaving the 
PlayStation standing. We'll be 
doing the Dreamcast on its UK 
launch, and the competition is 
good news for everyone." 





...a brave new world and lead mankind into tomorrow. 
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A major announcement from Intel, and a, er... plastic joystick hat thingy 

O WORDS Warren Chrismas 



PENTIUM II RIP 

Chip giants Intel finally announce details on the all-new 
Pentium. Yep, your PC is now out of date 




Intel have finally unveiled full 
derails on their next 
generation of microprocessors 
which are set lo replace the 
company's Pentium 11 series. 
Sticking with the recognised 
brand name, the new processors - 
which were previously known by 
the code name of Katmai - are to 
be called, yes. Pentium Ills. 

[nilially available in speeds of 
450MHz and 500MHz (but likely 
to hit 600MHz and above by the 
end of the year), Pentium Ills are 
expected to be available from 
early March. No official pricing 
details have been announced but 
the processors are likely to cost 
little more than high-end Pentium 
II equivalents (around £325 and 
£465 respectively), with price 
drops expected as production 
increases through springtime. 



Aside from a basic speed 
improvement, the major 
development in the Pentium III 
series is the inclusion of 70 brand 
new built-in instructions designed 
specifically for improved video, 
audio and 3D graphics. These 
extensions are similar to - but 
incompatible with - the 3DNow! 
extensions used by rival chip 
manufacturer AMD in their K6-2 
processor series, and the ill-fated 
MMX extensions previously used 
by Intel themselves. 

Games will, of course, need to 
be programmed to take advantage 
of these extra features. While no 
developers had made specific 
announcements at the 
time of going to press, 
most major players in 
the games industry 
are expected to 



support the enhanced 
functionality, with many likely to 
release software patches for 
exisring titles. 

Upgrading from a Pentium II 
processor should be relatively easy 
for owners of motherboards using 
Intel's BX chipset, although you 
may well need to obtain a BIOS 
update from the motherboard 
manufacturer before slotring in 
a Pentium III. 

O Intel: 01 793 4311 55/ www.intBl.com 



HATS OFF 

It's a joystick! It's a mouse! 
You wear it on your head! 

O UR Gear • £60 • Union Reality • 0181 699 7234 

The UR Gear (right) was originally launched (and 
universally ignored) a year or so ago. Now it's back and 
this time it's got game support, which, as I'm sure you'll 
agree, is a good thing for a gaming peripheral to have. 

What is it exactly? Well, it's actually a head-mounted 
digital controller. No, really. It hooks up to your PC via 
keyboard, serial and game ports (pass-through sockets 
mean you don't have to permanently disconnect 
anything) and works via a supplied intra-red receiver. 

It can - in theory at least - be used insteadoi a 
joystick (or indeed a mouse), so that when, say, you move 
your head right or forwards, you move right 
or forwards in the game. You can 
perform actions by using the 
supplied single-handed controller 
which features four buttons as 
well as a throttle slider. We tried it 
with Quake It and, as you can 

'R. 
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O British manufacturers Pace (0990 561001) are 
the latest company to launch a 3Dfx Banshee- 
based 2D/3D graphics accelerator. The 3D Edge, 
which costs £99, features a TV-out socket (a SCART 
lead Is provided) and is bundled with a full copy of 
Wargasm. Vouchers entitling you to buy three 
further games (from a choice of ten) for El 3.95 are 
also included. The list Includes Unreal, Forsaken, 
Hexen II, F-22: TAW anti BattleZone. 

O S3 have signed a ten-year cross-licensing deal 
with Intel which will enable the latter to use the 
graphic chip designer's technology in future 
chipsets. Meanwhile, Fujitsu (01344 475720) have 
announced that they will be using S3's Savage3D 
graphics accelerators in their new line of high-end 
multimedia PCs targeted at gamers. 



O Belarc have developed a browser plug-in which 
enables you to analyse the condition and 
performance of your hard drive. BelDrive, which is 
compatible with Internet Explorer and Netscape 
Navigator, makes use of SMART (Self-Monitoring 
Analysis and Reporting Technology), a technology 
built into most modern ATA/IDE hard disks. You 
can download it and use it for free from 
http://yourpc.net/liarddrives.htmi. 



<9 The UR Gear you think It 
looks stupid? Hey, try wearing It. 
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probably 

imagine, it 

doesn't make a lot 

of sense. It certainly 

doesn't make the game easier or any more fun. 

Alternatively, the UR Gear can be used In conjunction 
with another controller so that in a flight sim or driving 
game, for example, you can use a joystick or the 
keyboard to steer, and simply turn your head to look 
around the cockpit. 

"But how can I turn 90 degrees and still see the 
screen?", you may be wondering. Well, you don't, smart 

arse. You set It up (via simple sliders In the Control 
Panel) so that relatively small movements of the 
head equals big movement in the game. 



We tested it with F-22: TAWani 
Wargasm and found ttiat as an alternative 
using the home keys on a keyboard or a 'coolie' 
(directional) hat on a joystick It works well - you have 
directional control and you don't have to think about it. 

But really that's as far as the practical uses go. Other 
features such as the built-in microphone and supplied 
voice recognition software certainly don't serve any use 
to most of us, and it's definitely not suitable as a 
replacement for a joystick or mouse. 

Still, at least the built-in headphones mean you won't 
be able to hear the laughs and taunts from friends and 
family - the biggest problem with the UR Gear is that it 
looks bloody ridiculous. We can't help thinking ttiat the 
technology would have been better employed in a 
baseball cap, or even some over-sized shades. 
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'*Ouite simply the best 
rcombat sim out there" 
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Available at these outlets or your local software^AtPfj! 
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An early Beta of Daikatana rolls Into the office - Just as dark clouds roll over Ion Storm 

O STORMING Richie Shoemaker 



It's all going horribly wrong. Not that anyone's about to 
admit it, but after Ion Storm have leaked employees 
steadily for months, the consensus on their future is 
that if Daikatana bombs, the expiosion will take John 
Romero and Dallas-based ton Storm along with it. 

Even though some commentators are already sharpening 
the knives, there's little doubt that most gamers are keeping 
faith with the industry's most conspicuous personality, fcven 
on the streng^ of the early Beta version it's clear that 
Daikatana will be big. But the question is: how big? 

Tlie first thing to strike us when Daikatana kicked into 
life was that, considering the code wasn't fully optimised, 
the game runs incredibly smoothly - more so than even SIN 
and Half-Lite. Secondly, the environments look stunning. 

Daikatana is a traditional tirst-person game in most 
respects, but by being set in four time periods (ancient 
Greece, medieval Norway and futuristic Japan and San 
Francisco), it features more 
innovative weapons and 
intelligent foes than any 
otiier game of its type. 




SUPPING AWAY 

However, Daikatana is still in rts 
early stages. Given the amount of 
time already spent on 
development this shouldn't be 
the case, and from what we've 
seen there's still a hell of a lot left to do. The Al is currently 
well below standard, but we can put that down to Ion Storm 
having to create stable code to send out. Even so, it seems 
that Ion Storm's last hope may well have missed its 
window of opportunity - the release date has slipped to 
June, which means it will be up against stiff competition 
from Quake III Arena and Duke Nukem 4Ever. But with their 
backs to the wall in some respects, Ion Storm are working 
almost round the clock to get the game into the shops. 

Way behind schedule, Daikatana is certainly no Half-Life 
{PCZitJI , 95%). But even after the recent exodus of key 
personnel, Ion Storm still have the talent to make the game 
everything it's been promised to be. Hopefully Romero and 
his team can weather the storm. SHi 



O See The Man Who lOiows on page 32 for more on Ion Stonn. 
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More information has come to light on Metropolis' RPG/adventure game 
Gorky 17. Set in a future where international relations between Russia 
and NATO are somewhat strained, the game claims to seamlessly mix 
traditional role-playing elements with turn-based combat and adventure. 
This means that, for instance, enemies may break off during combat to 
negotiate a ceasefire, offering vital information in return for their life. 

Although backgrounds are in 2D, the terrain 
; affected by weather and weapons, 
and leaves will even blow through 
the streets. All the game 
characters are built up of 3D 
polygons, however, and 
incorporate - get this - 
skeletal animation. More 
details when they surface. 




SHORTS 



WIZARD UERT 

%\h Rage 01 Mages {PCZ 
#72, 80%} still tresh in mind, 
US pubiistiers Monolith have 
announced belails of fiage Of 
Mages 2. Necromancer. 
Although not wildly different to 
ffie first game, the 43 iion- 
llneaf missions IncludB 200 
new weapons and objects and 
52 new races Release is 
curfenlly set for April wilti a 
second - 30 - sequel later in 
Ihe year. 





DOWNTOEMTN 

Tliieu leading members of the 
SuD^ce team who left to 
form Harmless Games have 
announced a new Net -based 
muHiplayer game. Infantry. 
Like SubSpace. Infantry 
utilises a 2D engine and 
should run on low -end PCs. 
Unlike SubSpace, tiowever. 
/nfen^o' incorporates RPG 
elements, and characters can 
team up to use the various 
ground-based vehicles. Expect 
a full report soon. 



TIN CAN ALLEY 

The long wait for a decent flight sim based on the Korean War may finally 
be over. After the awful Sabre Ace (PCZ#62, 34%) made this conflict a no- 
fly zone, the creators of Flying Corps are about to recommence hostilities. 
Enabling you to immerse yourself in dogfights, tactical missions and the 
general dismemberment of Russians, Chinese and North Koreans, MiG 
Alley a\so features ground troops that react to your actions, plus accurate 
aircraft from the period. Hopefully there'll be a nearby M.A.S,H. unit to put 
you back together when you crash. The release date is Q1 1 999 - which in 
mariteting speak means March. 
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Blue dots good, red dots bad. ■ A semi-transparent plana. Neat 




CONTROL YOORSELR 

A complete suite of game controllers 

Tlie thing about force feedback steering wheels - or any steering wheel for that 
matter - is that they are so bloody expensive. Not so the Destiny Force 
Feedback Steering Wheel, however. When it was released at the tail end of last 
year, at £1 30 it was the cheapest on the market. And now it's been reduced even 
further - to £99! Not only that, but you also get a copy of Andrew Racing (/>C7#60, 73%) and ttre cracking 
JIteetf mr Spmtf ///; Mof A/fsuff (n^#e9, 91 %) thrown in too. 

Or you could try your luck and see If you can get one for free. Just answer the following question and send your 
answer, along wRh a// the other iirfonnatlon requested, to the address below. The first three correct answers pulled 
from Mallo's pants will each win a Destiny Force Feedback Wheel, a Destiny D2 Joypad and a Destiny Da Joystick - 
the full deck. 

QUESTION: In which year did Mario Andretti win the Formula One Championship? 

RRST PRIZE: Three winners will each recehfe a Destiny Force Feedback Steering Wheel, a Destiny D2 Joypad and a Destiny D5 Joystick. The 
package also includes two games: 4ntfre«f Racing and Heed For Speed Ilk Hot Pursuit 






O Name /Address /Postcode /Daytime phone number /Email /Job 

title / Company name /Age if under 18 

O Please tell us if you do not wish to receive details of further 

special otters or new products from other companies 

O Are you a current subscriber to PC ZONE? 

Destiny Competition (74), PC ZONE, 1 9 Boisover Street, 
London W1 P 7HJ. (Closing date: Monday 8 March 1 999) 

O Terms and conditions: Only entries with all the Questions 
completed and received before tiie closing date will fie entered into 



Uieprizedraw. Winners wilt be notified by post No cash alternative 
Prizes not necessarily as shown. No correspondence will be entered 
into. Ttie Editor's decision is final. All the other usual competition 
rules, conditions and resbictions apply. 

O Destiny Force Feedback Steering Wheel Feahires: 
Analogue precision steering • Racing-style gear change 
• Foot pedal unit • Nine programmable buttons • 8-way D-pad. 
Destiny products are engineered in the UK by Leda Media Products: 
01992 503133/ WWW.leda.co.uk 
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TMB WORLD^S FINBST FLIGHT SIMULATION 
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"...without doubt, one oftb 
most astounding games 
we have ever seen" 



r^. 



PC FORMAT 





*. 





This is the new benchmark in flight simulation technology. 
Pilot tested for accuracy. Falcon 4.0 models the Block 
50/52 F-16C; the most versatile and unrivalled production 
fighter in existence. Master the F-16C using numerous 
training missions that range from the 'basics of flight' to 
'advanced dogfighting' and combat over the Korean 
Peninsula in real-time dynamic campaigns. 
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ONUNEZONE 

The Web is home to many of the old classics. It's also home to the SPA, 
whose job it is to make you stop using them 



O NET GURU Phil Wand 

Six months ago, something 
called Abandonware was big on 
the Net. Essentially it referred to 
commercial software - games, 
utilities, business applications, 
you name it - that was over four 
years old, no longer supported by 
the publishers and, if we're being 
honest, criminally shit. Since that 
time, the Software Publishers 
Association (SPA) have donned 
their hobnailed boots and 
stomped on countless sites in 
North America - not for 
distributing PC games that made 
a Nintendo GameBoy look like 
sophisticated Martian 
technology, but because said 
games represented a massive 
breach of intellectual property 
rights. Old or young, crap or brill, 
someone actually owned the 
software that people were 
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Believe il or not, SImClty Classic runs 
in a standard web browser. 



downloading by the truckload, 
and it had to stop. 

On the face of it, it all seems 
rather absurd. ! mean, nobody in 
their right mind would part with 
money for any of the games that 
were on offer, and nobody would 
bother selling them in the first 
place. Would they? Well, no and 
no. But that's not the point. Point 
your browser at www.simdty. 
com and you may soon begin to 



see why it's wrong to hand out 
software simply because you 
think everyone's forgotten about 
it. Here, Maxis have taken their 
original SimCity code - ten years 
old this year - and transferred it 
seamlessly to the Web. Faithfully 
reproduced in Java, it runs like a 
dream and (this is the clever 
marketing bit) makes you feel 
that you can't wait for SimCiCy 
3000 (reviewed on page 76). In 
other words, not only do you 
have a blast down memory lane 
on the reminiscence express, you 
also leave wanting to hand Maxis 
a 40-quid cheque. 

So next time you start 
grumbling about intellectual 
property rights, remember Maxis 
and remember SimCity Classic. I 
dare say we can look forward to a 
whole lot more just like this. 



SPESH SITE 
OF THE MONTH 
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TOP DOWNLOAD OF 
THE MONTH 
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One ot the better organised Half-life sites out tliere. 



AXG HALF-LIFE 

www.axg.net/liaH-llfe 

Incredibly, one of the greatest games of all time is 
backed up by a decidedly amateur ring of websites. 
Most are disorganised and poorly updated; hardly any 
are worthy of a return visit, let alone a bookmark. A 
couple do stand out though, with AXG's site winning the 
laurels. It's hugely informative, continually updated and 
has a refreshingly uncluttered layout and navigation - 
Web design wannabes take note. It also boasts all the 
tricks and treats you need to get the most from your copy 
ot Half-Life, together with a bunch of top downloads and 
Web'based forums area. Off you go. 




DX-BALL 2 

www.Longt)owDigttalArts.com 

Given the fact that Atari's original Breakouiis 23 years 
old, you could easily be forgiven for stifling a quiet yawn 
when presented with an updated version for Windovre. 
After all, there's only so much rebounding of balls and 
breaking of bricks that you can do in one lifetime. Or is 
there? DX-Ball2\s an unexpectedly addictive revision of 
the '70s classic, with fluid visuals, a techno soundfrack 
and heaps of '90s-style power-ups. Hand over $1 5 (ie 
under a tenner) and you get 1 50 stylish new levels to 
keep you distracted from now until doomsday. Triffic 
stuff. Get bouncing. 



NOW PLAYING 



One to avoid until it gets sorted out 



Mankind looks good 
but, like Frontier, was 
delivered prematurely. 




MANKIND 

www.niaiiklnd.net 

Played exclusively 
over the Net, Cryo's 
ManWodis a real- 
time strategy/trading 
game set in a 3D 
universe of over 900 
million planets. 
Initially you're given 
the choice of allying with 
one of the two main 
factions that control the galaxy 
- you can then get stuck in as a 
soldier, a merchant, a pirate, or any one of numerous other 
enticing vocations. There's no set goal, and mucti of the 
game is spent governing colonies and shooing rival players 
from your sector. 

There are some major drawbacks though. Not only does 
the French development team consist of just two wearied 
programmers, but also the publishers were keen to have 
the game boxed and on the shelves for the droves of sucker 
parents at Christmas. A typical scenario entails numerous 
bugs, incompatibilities and absent subroutines. To cap it all, 
the interface is perplexing, with badly rendered icons and 
missing features. Early editions had a small slip of paper 
saying "See the website" in place of a manual, and the 
game itself would fall flat on its back if you had an AWE64 
or Voodoo board installed. 

Our advice: stay well clear until all issues have been 
addressed. We'll keep you posted. 




BETACALL "^ , 



A couple of graphical action adventures In beta 
this month. Both have the same outward 
appearance, but have very different goals 

O Accolade's forthcoming Redline is a 3D combat 

simulation with ten vehicles and 50 weapons. The 

online press are raving about it, so go suck it and sea 

Website: wvm.accolade,com/products/redline/ 

openbetafonm.htm 

Email: redlinedemo@accolade.com 

O Boneyards is Cavedog's own online multiplayer 
gaming service, which has only just started its testing 
period. TA: Kingdoms makes a beta appearance some 
time in March. 

Wetistte: www.cavedog.com/boneyards/betaform.html 
Email: boneyards@cavedog.com 
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FTP 



OWhatlstt? 

File Transfer Protocol (FTP) is ttie simplest way of 
transferring files from one computer to another over ttie 
internet, it is an application protocol (ie a way of 
communicating) that works over TCP/IP. 

O Why was it created? 

FTP was originally designed to enable anyone to copy 
files between two networked computers - this only 
worked if you had password access to both machines. 
So anonymous FTP came along soon after, enabling 
public access to public archives. 

O How does HwDric? 

FTP is a means of movement rather than a transportation 
device - in simpler terms, it's the road and not the car. In 
order to initiate transfers, you need to log on to a 
computer that understands the FTP protocol and can 
accept your requests. Known as RP servers, these 
machines are controlled through a simple command line 
interface, and third-party software (eg FTP Exploreror 
Bullet Proof nVt offers a graphical interface to it. 

O Where can I find out more atMHit it? 

The best place to go is: www.bpftp.com. 




COR BRINEY 



FIghOng Steet. your 
turn to sink the 
BIsmark. 



Naval Sims are in vogue 

O SEAMAN STAINES: Richie Shoemaker 

Actually, to say that naval sims are all the rage is an 
overstatement. They'll never take over the world, 
especially as they've been few and far between in the 
last two years - in fact we can't think of a single one. 
good or bad. Now though, there's a whole armada on the 
horizon (well, two anyway). 

The first, Fleet Commander, from military sim 
specialists Jane's, is essentially a real-time strategy game 
that combines the accessibility of C&C with the realism 
demanded by die-hard Harpoon addicts. Developed by 
Sonalyst, who previously gave us 688i Hunter Killer, Fleet 
Commander dispenses with the squiggly symbols that no 
one can be bothered to memorise, and incorporates a 
friendly interface which includes the ability to zoom in on 
the action in glorious 3D-0-Vision. You can take part in 
campaigns throughout the world's oceans, taking command of 
16 narional fleets (and associated aircraft) and mustering more 
than 150 different vessel configurations. 

If you'd rather take part in more close-quarter action, then SSI's 
spookily similar Fighting Steel might be more your bag. Set during WWII, 
you take command of German, Japanese, American or British fleets and battle it 
out in a series ofhistoricallyaccurate and user-defined missions. More than 1000 vessels have been 
faithfully reproduced, and you can fire 50 different guns and 13 different torpedoes. The experience of 
your crew also comes into play, especially during night-time missions. 

Finally we have Submarine Titans, which isn't a sub sim at all, but an isometric real-time strategy game 
that chucks realism overboard and instead goes all SeaQuest In bringing resource management to a 
futuristic subaquatic world. 

Sub Titans, from Aussie developers Megamedia, and Fleet Commander should hit our shores in the 
spring, with Fighting Steel following on for Christmas. CH 





Fighting Steet. an altogether safer bet than the Titanic. ■ Fleet Conunander: that's another one on its way to Baghdad. ■ Sulimanne Titans: underwater C&C, DasfcaHy. 



A Classic Line from Star Wars- 

THE FORCE WILL BE 

WITH YOU... always: 



rPIfffWI CHARTS 



CHARTS 

All you need to know about which games are selling 
by the shed-load, plus the buzz on the streets - 



where you tell us what you think 





MEGASTORES 



TOP 10 



JAN FEB TITLE 



LABEL 



GROUP 



REVIEW SCORE 



- 1 BALDUR'SGATE 



5 6 

9 7 

1 8 

9 



10 



FALCON 4.0 

CARMAGEDDON II 

BIGGEST NAMES, BEST GAMES __ 

HALF-UFE 

SOITTH PARK THEME & SCREENSAVER 

THANIC 

TOMB RAIDER HI 

GANGSTCRS: ORGANISE D CRIME 

GRAND THEFT AUTO 



interpuy 
microprose" 

SCI 



INTERPLAY 

MICROPROSE 
SCI 



85% 
95% 
95% 



SIERRA 
TELSTAR 
EUROPRESS 
EIDOS 



EA 

SIERRA 
TELSTAR 



NR 



95% 
NR 



EIDOS 



EUROPRESS 

EIDOS 
ElOOS 



NR 



1AKE2 



TAKE2 



91% 
58% 
92% 
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JAN FEB TTTU 



III nil lllllli I III III nil 



CharXTrack 



T0P10® 



LABEL 



GROUP 



REV SCORE 



1 BALDUR'SGATE 

3 2 HALJ=-UFE 

1_ 3 TUMB RAIDER III 

Z 4 nFA99 

7 5 GANGSTERS: ORGANISED CRIME 

4 6 COMBAT FLIGHT SIMULATOR 

5 7 SOUTH PARK THEME & SCREENSAVER 
_ COUN MCRAE RAUY 

9 AGE OF EMPIRES 

10 SEniBSH 



8 8 



INTERPLAY 

SIERRA 

EIDOS 

EA SPORTS 

EIDOS 

MICROSOFT 

TELSTAR 

CODEMASTERS 

MICROSOFT 

BLUE BYTE 



INTERPLAY 
CENDANT 


85% 
95% 


EIDOS 


91% 


EA 


92% 


EIDOS 


58% 


MICROSOR 


79% 


TELSTAR 

CODEMASTERS 

MICROSOR 


NR 

93% 
94% 


BLUE BYTE 


88% 



f Compiled by Chamrack®ELSPA 1999) 





PCZONEaml Virgin have teamed up to give you the chance to win every 
game in the current Top 1 0. All you have to do to enter the draw Is answer 
this simple question: 

Question: On which RPG system is Baldur's Gate based? 

Just answer tlie above question and send it on a postcard, along with 
with a// the infoimation requested, to the addrras below 

O Name /Address / Postcode / Daytime phone number / Email /Job title / 

Company name /Age it under IB 

O Please tell us if you do not ms/i to receive details o1 turner special offers or new 

products from other companies 

O Are you a current subscriber to PC ZONE ? 

Send your answers on a postcard to: /VZOMf Chart Compo (74), 
1 9 Botsover Street, London W1 P 7HJ. Closing date: Friday 1 2 March 



O Terms and conditions: Winners will be notified by post. No casti aHemative. Prizes not 
necessarily as sbown. No correspondence will be entered into. The Ed's decision is final. 
All the other usual competition rules, conditions and restrictions apply. Cliche? 



thi:i3uz/:onthiej>triiiit;> 



"Apart from Baldur's Gate there's not much 
happening at the moment, is there? Personally, 
I'm holding out for Cfiampionship Manager 3- 
when that one hits the shops it's going to be 
huge. Oh, and Arsenal will win the title. Sony, 
Chelsea fans." 
Mark Smith, London 

"Gangsters'm the Top 10! It's just amazing 
what a decent game concept with crappy 
implementation can do. There must be loads of 
unhappy virtual pimps and hustlers out there." 
Jonathan, London 

"It's ridiculous -some people have too much 
money if they can afford to spend £20 on a 
bloody South Park screensaver! Glad to see 
Tomb Raider llts up there though. A bit old hat 
maybe, but storming gameplay." 
Will, Scartiorough 

"I'm afraid I'm one of the people that helped 
South Park get where it is. It was kinda fun for a 
while but nowhere near as much fun as Beavis 
& Butt-head's Screen Wreckers. I've heard the 
South Parti game |on the N64) is a bit shit as 
well. Still, lesson learnt." 
Eddy Francis, Edgware 

"Wa/W/fe sneaking back up again I see, well 

deserved in my opinion - although it should be 

at number one. I know Quake ///will storm the 

charts, but I can't see another 30 shoot 'em up 

topping Half-Life for quite a while." 

Brian Bloodaxe, 

far from the madding crowd 



CHAItT 

COMMENT 

God's beard! Where 
did Baiaur's Gate come 
from? Well, it's simple 
really - it's probably 
Just a reflection of the 
fact that it's a great 
RPG that appeals to Joe 
Public as weil as Fitthy 
Belch the one-legged 
dwarf slayer. 

it's good to see Age 
0fE/np/res sneaking in 
to the Top 10 as well - 
it shows that some 
games can stand ttie 
test of time, and 
reiterates the fact ttiat 
not everyone is wowed 
by 3D graphics alone - 
something tliat Is 
highlighted hjrther by 
ttie US chart, rammed 
full as it is by hunting 
games. Th^gic really. 

It's been pretty quiet 
so far this year, but it 
will tw all change next 
month as SImCity 3000 
and ChamplonsMp 
Manager 3 slug ft out 
for the top spot. My 
money's on CHf3. 

Richie Shoemaker 




1 YEAR AGO. 

1 Tomb Raider II Core 
Design/Eidos 

2 Quake II iD/Aclivision 

3 FIFA: Road To Worid 
Cup EA Sports 

*. Championship 

Manager 97/98 Eidos 
5 Grand Theft Auto /7Af4 

Design/BMG 



2 YEARS AGO... 

1 C&C: Red Alert 

Westwood/Virgin 

2 Diablo Blizzard/Sierra 

3 FIFA 97 £4 Sports 

4 Tomb Raider Core 
Design/Eidos 

5 Flight Simulator 6.0 
r\/iicrosott 



5 YEARS AGO... 

1 Rebel Assault 

LucasAns/US Gold 

2 Day Of The Tentacle 
LucasArts/US Gold 

3 The Journeyman 
Project Gumatek 

4 Dracula Unleashed 
Mindscape 

^ Super Strike 
Commander Origin/EA 
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SHORTS 



IT'S SNOW GOOD 

:' Willi extreme winter sports 
jjCurrenlly iill the rage, here 
comes Snowmobile Racing 
from GT Interactive - whicfi 
isn't an extreme sport at all, 
M at least il has snow in it. 
TFig game is basically a simple 
facing atfair with you astride a 
leeled-up skidoo. With only 
bui tracks and no multjplayer 
jplions it's already received a 
jannirg on one US vi/ebsite. 
Hopefully more teatures will Ik 
added before the game hits 
lighty nexl month. 
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POLE POSITION 

^Bdos have jusi snapped up 

! official FIA-erdorsed 
driving game for tne 1998 
eason. As yet untitled, the 
Bme features arcade and lull 
Emulation modes, realistic and 
hangeable wealfier, and all 
he data (rom last year's 
season. The good news is that 
we won'i have to wait long to 
see it. Eidos representatives 
tell us we can expect lo 
rfeceive a reviewable version 
^xt month. 



WINDY CITY, BIG SMOKE 

Microsoft go mad in Chicago, wliile Talce 2 get recldess in London 



The popularity of law evasion in driving 
games is at an all-time high, and now 
Microsoft are to add their name to the list 
of growing titles with Midlown Madness. 
The idea from the start was to create a living, 
breathing city where you race through the 
streets of Chicago, avoiding pedestrians, traffic 
jams and lawmen. You are given the freedom of 
the city with back-streel shortcuts a-plenty and a 
choice of ten vehicles, including police cars. 
Mustangs and an 18-wheeled truck. 

When the game is released in June, Midtown 
Madness will be up against some venerable 
titles, notably SpeedBusters iPCZ #72, 85%) and 
Need For Speed III {PCZ #69, 91%). Next month 
also sees the release of Driver (see preview on 
page 50) and Interstate '82, not to mention old 
favourites Carmaaeddon II (PCZ #65, 95%) and 
Grand Theft Auto (PCZ #58, 92%). 

AND THERE'S MORE... 

Grand Theft Auto is to receive its first add-on 
disc. Set in the London of the Swinging '60s, 
GTA London hosts a complete set of new vehicles 
and missions, with music that suits the period. 
You can take to the capital's winding streets in 
Routemaster buses, black cabs and, maybe, the 
first ever Reliant Robin to grace a driving game. 
Expect the pedestrians to be stoned, the police 
to be unarmed, and the BBFC to ban it. Take 2 
unleash GTA London in April. 




BEYOND QUAKE II 

Infinity: TheKai'Ren Threat is a Ouafce //total conversion 
featuring ten new single-player levels and four new 
deathmatch arenas. Cun-ently available only as a demo, the 
game replaces the original Quake //arsenal with ten new 
dual-fire weapons and 1 5 new monsters to use them on. 
Watch out for multiple-warhead and guided missiles, as 
well as the option to play in a first- or third-person 
perspective. If you've patched up to Quake //version 3.20, 
why not aim your browser at www.katanasoft.com. 




. The Classic Line from LucasArts. 



JEDTKNKHT 

OAkK fOHMSJI. 



Jcdi Kntght'": Dark Forces 11" 

& Myslcrk'?. ot tho Sidi ' 
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Shadows of the Ftiipitc 



SupSiiSip^ 



'/IE flBHTBft 



PC CD ROM 

.rrAR.WARr 

M WW I1H..ISJ1IS mm \i\\\i \i,i™ ,^l^ lihii 



Star War* SiiiirL-macy" 



X-Win«'; vs TIK FiKhtcr ■■ 




Ion Stomi are in a World Of ShR. It's otficial. Since 
signing a multi-million dollar deal with publishers 
Eldos, the Dallas-based developers have been pissing 
money up the wall while tearing themselves apart from 
the inside. The heavily delayed DaOatana could 
become the Heaven 's Gate of the games industry, as 
latest figures predict that it now has to sell in the region 
of two and a half million copies simply to break even. 

On November 1 9, the so-called Ion Eight - 
comprising key designers, artists and sound men - 
walked out, a bombshell that reverberated throughout 
the development community. Damage limitation was 
rapidly put into effect, with CEO Todd Porter stating: "A 
lot of people have made a really big deal about this. I 
look at it as a real positive. The team we have now is 
incredibly motivated, and incredibly, incredibly talented. 
The guys we hired to replace them were, you know, 
heavy-hitters. Some people who left were going to be 
phased out anyway." 

However, a recent feature in US newspaper Ttie 
Dallas Observer gave a more accurate picture, the 
article incorporating a number of internal emails which 
had been carelessly left on the Ion Storm company 
server. As a taster, art director Jerry O'Flaherty refers 
to former partner Mike Wilson as a "f *king rat-faced 
bitch". Which is nice. But the crux of the leaked emails 
involves a message from Porter to 'the owners' of Ion 
Storm, following a meeting with Eidos in which the 
publishers expressed some concerns. Porter 
summarises the conversation thus: "VERY VERY VERY 
concerned about Daikatana not shipping on time. . . 
VERY VERY VERY concerned about people leaving 
Daikatana - though I tried to assure them that most of 
those who left were shit anyway. .. VERY VERY VERY 
concerned about the Al in Daikatana and that there is a 
TREMENDOUS amount left to do. . . VERY concerned that 
John's heart is not in Daikatana. . . " 

A former Ion Storm employee also offered the 
following opinion of his former boss: "If you want the 
overriding problem with John Romero's character, I'd 
say it was his emphasis on being John Romero in the 
public eye, rather than getting things done." 

Ion Storm's response to the Dallas O/Jserver article 
has been to issue a subpoena to get their hands on the 
emails sent between the author, Ciirlstine Blederman, 
and her tell-tale sources. Dallas Observer attorneys 
have filed to repress the subpoena, and lawyers on both 
side are no doubt rubbing their sweaty palms in 
anticipation of the money to be made in a drawn-out 
court battle. 

Perhaps they should all get together for a 
Deathmatch. The tits. 
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TWIST IN TIME 



Stunt car racing, Micro MacMnes-s^\e 



O DRMNG MISS DAISY Mark Hill 

Developed by Carts Entertainment, TTirusf, Twist 'N 
Turn and AD promise to put a new spin on the racing 
genre. TTTis a futuristic racer with a full 3D 
environment, enabling you to speed round loops and 
jump from one layer to another of the eight contortionist 
tracks. In ADyou race through the decades in a Micro 



Machines K?-style third-person view, pirouetting from the 
dirt-track bound '30s to the asphalted motorway '90s. The 
1 2 tracks are completely open, so you can switch humpy 
roads for swamps and forests to find shortcuts. 

TTTfrom Take 2 Interactive should be out in March, 
while AD sees the light of day some time in the summer. 




Thrust, Twist W TUm: Take 2's twist on Codemaslers' classic. 





It seems that Duke 3Ds ancient 3D engine 
refuses to die, with two new Build-powered 
games on the horizon. The first is WWII, the 
follow-up to Nam from GT Interactive. The 
second is Extreme Paintbrawnrom 
Headgames, a company currently stalking the 
US charts with a succession of dire hunting 
games. Both games will no doubt sell by the 
sackload over there, and will be stripped and 
hung from the branches of the ugly tree once 
they arrive here. You have been warned. 



TOTAL RECALL 

Electronic Arts have recalled 1 00,000 copies of the 
PlayStation version of Tiger Woods 99 after the South 
Park film, Spirit Of Christmas, was discovered on the disc 
- even though it was only accessible to PC users. EA 
investigators will have to work quickly to discover the 
saboteur before he finds the infamous 'horsegag.avi' and 
sWpsWonXQ FIFA 2000. 



"Oil my god, they kUM..." 





---^i^. 



Internet play will 
support the new 
janesconibat.net. 



PIGS Win FLY 



F 



rom the same team that brought us longbow 2 comes A-10 Warthog, 
based on the pig-ugly tank-busting warplane that earned its wings in 
the Gulf War. Featuring a new graphics engine and a tree-like mission 
structure to bump up the 



replay factor, A-iO Warthog looks 
like being a typical Jane's 
simulation - aimed squarely at 
those with homemade force 
feedback armchairs. For novices 
though, the game includes 
detailed tutorial missions to ease 
you into the cockpit. Due for 
release in early April, we should 
be able to bring you a review next 
issue, on sale Friday 12 March. 



TICKIERTAPIE 

STARTS++ X-COM fans rejoice. After 
last year's space-combat sIm X-COM 
Interceptor, and ttie forthcoming 3D 
shooter X-COM Alliance, the sixth In 
the series, X-COM Genesis, will be a 
squad-level strategy game 
++STOP++ Latest figures suggest 
that global PC sales are set to rise by 
around 1 5 per cent this year, the 
biggest single rise for quite some 
time. Although most of the 106 
million projected users wouldn't 
know one end of a railgun from ttie 
other, we can expect PC games sales 
to take a larger slice of the pie as the 
PlayStation dies off and Sega's 
Dreamcast begins to assert Itself. 
Well that's our theory, anyway 
++STOP++ April sees die release of 
Tales Of The Sword Coast, a mission 
disc for Baldur's Gate (PCZit 73, 
85%). A sequel to the number one 
RPG is also on the cards ++STOP++ 
Impressions are working on a sequel 
of sorts for Caesar III {PCZ #70, 92%). 
It's very likely that the new game, 
f^araoh, will continue in the same 
real-time vein as its predecessor 
++STOP++ Yosemite Entertainment 
have announced that they're 
working on an adventure game 
based on cult sci-fi series Babylon 5. 
The game will utilise the Unreal 
engine ++ENDS 








Ovor 1D0 fantasy units, dragons Included. 



EPIC 
FANTASY 



Continuing in the grand tradition of games 
like Heroes Of Mights Magic (PCZMT, 
87%) and Warlords III (PCZmJ.°fi%), 
Epic's Age Of Wonders is a fantasy 
turn-tMsed strategy game that 
promises to take the genre to 
a whole new level (again). As 
well as a non-linear 
campaign, the game will 
feature terrain- 
deforming spells and 
diplomacy on a par 
with C/V//- according 
to developers Kolbitar 
anyway No release 
date has been set for 
the game as yet. 



r^ 



CONSOLE ZIM 

Never underestimate the power of a PC 

O EMULATED Richie Shoemaker 




Metal Gear Solid is here, well almost - tantalisingly close, In fact. PlayStation mags are 
already touting it as the game of 1 999, and our own technical wizard Warren Chrismas went 
so tar as to call it the best game ever, on any platform. Even better than Half-Lit^ Apparently 
so. Anyway, the question for us PC owners is: Will we ever see a 3D-accelerated version? 
Perhaps, say publishers Konami. Which basically means. . . Well, you decide. 

Apart from twiddling our thumbs, there is another course of action open to those of us 
with a modem and a desire to flout international law: go and buy the PSX version and run 
it through your PC using an emulator. Of course, we wouldn't recommend it. In fact we'd 
sternly say no, don't do It. Downloading and using any emulator Is probably illegal whether 
you own a PlayStation or not. But just in case you were curious, there is one emulator - 
PSfmu- that not only runs PlayStation games, it also nins 
them through 3Dfx and DireotSO, It doesn't work on every 
game yet, and you need a decent PC to get games running 
at a decent speed, but at least it works some of the time. 
Another emulator that has just started doing the rounds is 
Bleem. Quite apart from utilising hardware acceleration, 
Bleem looks as if the developers intend it to be a 
commercial release. If Sony give the go ahead in return 
for phenomenal amounts of cash, we could all be popping 
down to Our Price for a £29.99 PlayStation that would 
make even a Dreamcast look dated, Hoorahl 

Unfortunately though, It will probably never happen. 
At the recent Mac Expo in the States, Connectix unveiled 
their commercial PSX emulator for the Mac called Virtual 
Game Station, and announced details of a forthcoming PC version. And mighty impressive 
it was too. So much so. In fact, that Sony could well take them to court for their efforts - 
although we wait for confirmation. Basically though, if Sony throw their weight around we 
can kiss goodbye to any hopes of seeing a PlayStation emulator in the PC games chart. 
What is so perplexing is why Sony would want to dismiss something that could well make 
them heaps of cash. It's reputed that they lose money on each PlayStation sold anyway, 
which is why PSX games are so expensive. With emulators they could save money, as well 
as tap Into massive new mari<ets without incurring a cent In development costs, At the time 
of going to press Sony refused to comment on any Impending legal action. 

Just a final thought on emulation: Dreamcast - the next-generation super-console, or a 
PC emulator in a white box? You decide. 




firm AffAmw miming on 

a "friend's PC". 






f Metal Gear Solid: the game of 1999, 
according to PlayStation magazines. 
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IH2 BULLETIN HOT SHOTS 



In which PC Z(7Wf takes a look at hoi new games coming your way soon. This month, we've got new screensho 
from LucasArts' X-Wing Alliance, Eidos Interactive's Warzone 2100 and Codemasters' Brian Lara Cricket 




LucasArts' 'can't fail' Star Warn gaming 
formula looks set to reap dividends for 
PC gaming freaks everywhere when 
X'Wing Alliance comes out this Spring. 
This particular game has two storylines: 
the primary one focuses on the Rebel 
Alliance's struggle for survival after 
bitter defeat by the Galactic Empire in 
the Battle of Hoth; the secondary story - 
which runs parallel - is a classic Star 
Wars tale of two rival families caught 
not only in the middle of the epic 
military conflict, but battling each other 
for control of an interstellar trading 
business. There'll be twice as many craft 
and objects and the scale of conflict will 
apparently be doubled. We want it now! 
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WARZ0NE2100 

O Eidos Interactive • Out March 

We're not too sure about the '3D real-time strategy" revolution 
happening at the moment, ahhough Pumpkin Studios' forth- 
coming Warzone 2100 may change all that. Early demos show 
that it's more advanced and better looking than War Of The 
Worlds iPCZ #72, 85%), but the PC ZONE jury will hold 
fire until a finished version drops into our laps. The 
game will feature 400-plus technologies to research, 
over 2000 different units to design, three large 
campaign maps to conquer and 24 fast-play mission 
maps for more impatient players. So that's lots, then. 
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IB -.iTlffi KINGPIN 



A whole lotta head-crackin' goin' on in 




It's time to start talkin' 
weird: Charlie Brooker 
previews interplay's 
sweartastic newie 



THEDHAILS 



DEVELOPER Xatnx 
PUBU5HER liilerplay 
WEBSITE wvAV.X3lrix.com 
OUT Spring 



WHAT'S THE BIG DEAI? 



O Runs un an improved version of the Quake II 

engine, just like HaMrfe 
OMalia-inspiredshoot 'em up v^ithRPG elements 
O ^ou get lo have sex with everyone you shool 

(not really] 




"■^^^ rew Markham, lead programmer on Kingpin, 
^^^^H the gaming world's answer to Goodfellas: "I 
^1 ^1 got into a gun battle in a stairwell last night. 
^B ^1 Aspiralling, four-storey stairwell -like the 
^1 ^1 one in Vertigo, almost. There's armed guys all 
^^^^^ over this thing. I burst in with my gang, and 
^^^^^ my guys start yelling at their guys: 'Die, you 
f''!', and 'F***you.''and so on. Then the machine-guns 
start going bam bam bom. and there's shots flyin' by, sparks 
flyin' off the metal, people gittin' whacked all around... 

"That was last night. And that was the first time it really 
hit me: I felt that as this thing comes together, as all the 
elements congeal, it's really starting to feel like a movie in 
places. And that kind of creeps me out. But in a good way." 

Drew's company, Xatrix, is based in Santa Monica, 
California. It's a beautiful place populated by beautiful 
people, blessed by almost ceaseless simshine. You might 
expect someone living in such an environment to create 
upbeat, happy-go-lucky platform games about cartoon 
rabbits or drawling surf dudes. But no. You know 
what Drew was getting excited about when we 
spoke on the phone? Popping people in the 
forehead with Magnums and dashing 
people's brains out with lead 
pipes. Something must be 
way wrong with Drew 
Markham'smind. 

DIDJOOFOGGAM 
EYE WIFE? 

The preoccupation 
with pipes stems 
from the game's 
latest development: 
the choice of 
default weapon - 
the tool you have 
to rely on in those 
desperate 
moments when 
the ammo runs 
out. In Wolfenstein 
3D you had a knife. 
In Doom your fists. 
In Quake the 
honours went to a 
squirty little popgun. 
And in Kingpin? 

"We had to come up with a 
default weapon - that's part of the 
paradigm for any first-person game 
- and I said I didn't really want to give 
everybody a gun as the default, because then you've 
gotta give 'em infinite ammo, and that's just not realistic. 




And everybody's lookin' at me thinking, 'Oh God, he's not 
going to suggest a melee weapon, is he?' And I said 
'Absolutely.' You know - crowbars, golf clubs, whatever 
we can come up with." 

They eventually settled on the lo-fi murderer's 
favourite: a CJuedo-style chunk of lead piping. Close-up, 
man-on-man combat is notoriously difficult to pull off in a 
first-person shooter. The best example so far is the crowbar 

^Cracl(in' somebody in the liead with the 
lead pipe is one of the most hrutai 
things I've overseen^ 

DREW MARKHAM, XATIIfX ENTERTAINMENT 

in Half-Life - a sickeningly proficient cudgel for 
multiplayer mode. One moment you're flailing away at 
someone in an accurate frenzy, the next thing you know 
their skull's opened up like a ripe tulip and there's gooey 
lumps of brain dripping from your chin. As an emulation of 
real-life murder, it's reasonable, albeit luridly 
impressionistic. Kingpin's toe-to-toe butchery is grittier all 
round. The body of each character is divided into 
individual 'zones', each of which reacts 
individually to damage. Smack 

someone's arm, and the arm buckles; 
smack their Iiead and it looks so 
damn painful you want to climb 
through the screen and 
apologise in person. 

"In Kingpin you really are 
making contact and it's... 
pretty gnar/y," leers Drew. 
"You whip this lead pipe 
out and start crackin' 
somebody in the head with 
it, and getting your own 
head cracked in... and it's 
unbelievable. It's one of the 
most brutal things I've ever seen. 
When they first see it, people are 
invariably shocked for a moment, then 
they ask idhey can have a go." 
The blows themselves are 
nauseatingly convincing, but what 
about the fight itself? Won't it just 
degenerate into an exercise in 

mindless swiping? Drew thinks 
not: "Wc had so many 
guys here who were 
initially sceptical 
about 
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" JitTIRv. kingpin 



melee. But we worked hard at it and 
we've got something cool. It plays 
well. You can"tspoof the AI. These 
guys arctoii^'h. If you try to circle- 
strafe around 'em they'll track with 
you; if you back away tliey jump 
toward you and hit you. They are 
nasty with these pipes." 

Once the body- impact algorithms 
and AI routines were in place, the 
team realised that the one-on-one 

H happen to like the 
grimy, seedy, gritty side 
of things. Games like 
KingpinoiiBf a chance 
to indulge your 
fantasies^ 

DREW MARKHAM, XATRIX ENTERTAINMENT 

scraps were proving to be just too 
much fim to skimp on. 

Drew: "We hadn't figured on the 
lead pipe combat being so cool, so 
originally it wasn't going to figure 
much in the game. But now... well, 
let's just say that in the first episode 
you get to beat the crap out of a lot 
of people with the lead pipe." 

Having programmed, tested, 
tweaked and re-tweaked all of 
Kingpin's close-up fighting non-stop 
for a number of months. Drew and 
the team are probably the world's 
foremost authorities on one-on-one 
blunt object combat. In which case, 
do they have any tips to pass on to 
would-be murderers? 

"Yeah," says Drew, "aim for the 
head or the chest. If you hit 'em in 
the head it's really really nasty - you 
definitely want to go for that. But 
then in a pipe fight any limb'll do, as 
they say." 

ALXILYEWYAMODDAFOG 

Unless you've goi some downright 
bizarre eye condition that prevents 
you from looking at pictures, you've 
probably stared at these Kingpin 
screenshots and noticed: 1) that 
they're lovely; 2) that any one of these 
men could have you with one hand 
tied behind their back because you're 
such a blubbering wuss; and 3) that 
Kingpin is set very much in the real 
world. In fact, glance momentarily 
and you could be forgiven for 
thinking you'd seen stills from a 
grainy documentary about gang 
violence rather than a game. And 
that's no accident, says Drew. 

"We've put in a lot of work and a 
lot of effort, and we've tried to create 
something that's different. Not just 
different for the sake of being 
different, but because... I'm 40 years 
old now, so I've been doing this for 
quire a while. And my taste has 
changed a lot as I've gotten older. Not 
just my taste in games, but my taste in 
movies has changed, and so on. 



One of the things I'm reacting 

against is that a lot of games are 
fantasy-based. They're not very 'real 
world'. I think I know why: it's 
because the real world is extremely 
tough to portray in a game; it's much 
easier to set it all on Planet Y or in 
dungeon Z or whatever the hell you 
want to call it. 

"But I happen to like the grimy, 
seedy, gritty side of things, and it's 
something we don't get to see much. 
Games to me are things that should 
provide opportunities to do stuff I 
can't do in real life. I suppose I could 
go out and be a criminal, but it's 
probably not a good idea. Be a thug 
for a day and you wind up in jail or 
the morgue. Games like this offer a 
chance to indulge your fantasies." 

Especially the more violent ones. 
Kingpin's brutal nature is already just 
too much for some. 

"We get a lot of critics claiming 
we're extolling the virtues of crime 
and violence and so on... and that's 
garbage," Drew spits. "If you can't 
distinguish between your fantasy life 
and reality, you've got problems that 
we're not going to solve by not 
making these programs. It's a game." 

KIZM EYE FOGGIN PRIG YEFFOK 

Of course, right now, there's only one 
standard by which all first-person 
shooters must be judged: how well 
(or how poorly) they stand against 
the freshly-crowned King of All 
Games, Half-Life (PCZ #71, 95%). 

Drew is quick to acknowledge 
Valve's mighty accomplishment 
(eagerly praising, for example, Half- 
Life's 'real world' scenario), and when 
asked how Kingpin measures up he's 
canny enough to avoid either criticism 
or a direct comparison. 

"We love Half-life," he begins 
cautiously, "but I read the perfect 
description of it somewhere on the 
Internet the other day. Someone had 
called it the ultimate Pirates Of The 
Caribbean game." 

Huh? Buh? Wuh? 

"You haven't heard of that? Pirates 
Of The Caribbean is a ride at 
Disneyland. And it's fabulous. You go 
through and there's always something 
happening - a guy jumping out over 
here, someone else racing around 
over there. And as a linear, 
choreographed narrative goes, it's 
superb. The best thing I've ever seen." 

Hmmmm. Yesssss... but? 

"But we're trying something 
different. We're not really scripting 
lots and lots of stuff. In Half-Life, you 
know that when you walk by a certain 
window you're gonna see a scientist 
get grabbed by a monster and yanked 
through an air-conditioning duct. We 
don't have a lot of that kind of stuff." 

And in its place? 

"In Kingpin it's more like you walk 
by and suddenly somebody shouts: 




DREW MARKHAM 

Meet the man from Xatrix, and Kingpin 's scary 

lead programmer... 

PCZ Which was the first game you ever 

played? 

DREW Space War. I think that's what it was 

called. Pre- Pong. It was in this wacky 

fibreglass case like a giant telephone. The 

strangest goddamned thing I'd ever seen in my 

life. I spent my lunch money on that thing, man. 

PCZ Which other games have you been 

playing? 

IHlt iV Rogue Squadron. I really enjoyed the 

hell out of that. It's mindless but it's very cool. 

I played Zelda on the N64 up to a point, but 

then I had to get focused on Kingpin again. 

PCZ Ever been in a fight? 

IJhLVi Oh my God.. . Not really. Not since the 

fifth grade. I've near/y gotten into loads of 

fights thougli. 

PCZ Which game has Influenced you the 

most? 

(IIIEW ThIs'll sound odd, but it has to be 

Wolfenstein. Back then, when that came out, 

it just changed everyttiing. 



THE GANG'S ALL HERE 




Being intelligent, the characters In Kingpin don't just wander around all on their 
lonesome. No. They fonii little clubs. Not lUpperware clubs, or paedophile rings, 
you understand, but good old-fashioned, inner city crimewave gangs. And as you 
progress through the game, you get to run one of your very own. 

"You really need to utilise your own gang if you want to win," Drew cautions. 
"You can look on them as another weapon, although it kind of hurts more when you 
lose them. After a while they become lilce members of the family. Having said that, if 
you've got to storm a building with a ton of guys Inside, you want these cats going in 
infriofifof you." 

Hmmm... Other characters helping you out? That sounds a bit... Na/f-Ufe-lsh? 

"Half-Ufe has the 'barneys' - the guards. They're useful sometimes, but they 
often don't follow you very far. As for our guys, ttiese idiots will follow you 
anywhere. They're like the redshirts on Star Trek- you Imow, the security guys who 
are always beaming down with Kirk and getting killed. They're a lot of fun." 
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'Hey, f**k you', and you rum around 
and there's a gunfight going on. And 
you think, Woah, 1 didn't know that 
was going to happen. And we didn't 
know it was going to happen either." 

And why? Because, darling 
snookums, the Xacrix team are trying 
to let the in-game characters provide 
the shocks themselves. 

"1 wanted to create an empiric 
behaviour model. That's a real fancy 
way of saying I didn't want things to 
be scripted to a great degree. We 
wanted something where the 
characters have individual behaviours 
based upon certain parameters we 
can endow them with. We're trying to 
get enough of those variables in there 
to make spontaneous behaviour occur. 
It's not an easy thing to do, I'll tell ya. 
But it's getting to the point where it 
really is extremely convincing and 
immersive. The characters will look 
for cover, they'll hide behind things... 

"One of the things that stanled me 
the most when all this behaviour stuff 
staned working, was this: I was 
playing the Skid Row level, and 
there's this bit where there's a lady 
with a gun. I'd had many batdes with 
her before and 1 usually killed her 
quite quickly. But that was before the 
AI changes. 

"This time, 1 went out there and 
started shooting, and I got her a 
coupla times and she got me a coupla 
times... then she ran ojf. And 1 was 
like, what the hell? She's, like, gone. 
I thought there was a problem, so I 
walked around the comer. And there 
she was, crouched down, waiting for 
me. She unloaded an entire clip. 
Killed me. I thought, woah, you 
devi*ou5 little, er, you know what." 

Cow? Bitch? Jizzjar? We don't 
know. He didn't say. 

GEDDAFOGOUDAHEAN 

So, besides unspeakable violence, Al 
and camaraderie, what else does 
Kingpin have to offer? 

Drew pauses. "Well, there's a little 
resource management, but not much. 
We didn't want to make Virtual 
Accountant here, you know. You have 
to manage money, but that's a pretty 
simple thing to do: whack somebody, 
strip 'em, and get the money off 'em. 
Collect it, just like ammunition." 

Collecting money implies that 
you've got things to buy. And we 
already know you can converse with 
characters and form 'parties'... This is 
all starting to sound rather like an 
RPG, isn't it? 

"Yeah. There are some pretty 
heavy adventure game overtones. 
There's also a strong narrative 
element, in that ultimately you're 
trying to whack the crime boss and, as 
you gain notoriety, people who 
previously ignored you suddenly 
want to blow your head off. 

"You start the game unconscious 
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It's pronounced 'zay-trlcks', In case you've 
lust strangled yourself with your own 
tongue In an attempt to say It out loud 

fCyberia ( WZ#23, 80%). FHV-heavy 
arcade-adventure thingumybob will) a 
Thomas Dolby sounittrack. TMs was the 
sort of thing you could get away with 
t)acl( in '94. And it ran on a 386SX. 
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Redneck Rampage{PC2tt52.m%)- "Ali 
the l<iiiin', twice the humour. . . half the 
inteiiigence." So went the ad spiel for 
Redneck Rampage, still the funniest 
Doo/n-alike in computer gaming history. 

Redneck Rampage Rides Again. More or 
less the same as before. . . but looking 
eversoeversoeverso dated by now. 

Quake II: The Reckoning Mission Pack 
{PCZtt$5. 84%). Excellent level design 
(which bodes well for Kingplrti, but this 
officially sanctioned bolt-on pack for 
Quake II was a tad too easy for some. 

Kingpin. The eye-popping Pesci 'em up 
we're concerned with today. 



TtiTTrTf riTiiTiiTrr rn 1 — i 1 — 

and dumped in an alley. You find the 
lead pipe, but there's no gun right off 
the bat. Your objective is to find one, 
or life's gonna be a lot harder, So you 
get employed by this guy who mns a 
pawn shop, and if you do something 
for him he'll give you a pistol. 

"The number two weapon is 
typically a piece of crap," drawls 
Drew. "Usually you're thinking along 
the lines of: 'I can't wait to get rid of 
this piece of shit the moment I get 
something better.' 

But you know what? I'm tired of 
that. 1 want people to still think of this 
pistol as a viable weapon, even at the 
end of the game. We created 
modifications for it which you can 
find or buy as you play. At the start of 
the game it's kinda wimpy, but by the 
end it's a pretty ass-kickin' gun." 

Unusually for an action game, your 
aim improves as you play, not simply 
through sheer practice, but thanks to 
an RPG -style 'experience points' 
system which actually affects the 
accuracy of the gun. 

"As for the way it all unfolds... 
Well, I've really tried to keep it so that 
a lot of the game happens in your 
head." Drew claims, mysteriously. 
"Someone smarter than me once said 
that videogames don't take place on 
the screen, they take place in your 
mind. I agree with that." 

And waddafog duz dis foggin guy 
mean by dot, den, huh? Well, you'll 
have to wait for the full review to 
find out. Tell you what, mister reader 
- we'll rendezvous back here then, 
yes? Good. £3 
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lEW COMMAND & CONQUER: TIBERIAN SUN 



A new dawn is almosuipon4isiyilllllP 
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Erik Yeo, lead designer on one of the most 
keenly awaited PC games ever, talks to 
Jeremy Wells about Voxels, Kane and 
proving the critics wrong 



t was supposedly going to be 
one of the biggest PC games 
of last Christmas, but once 
again it failed to materialise. 
"We just wanted to get 
everything right," explains 

WHflrSTHEBIGDKL? fcT ^'V^''^ thegame's lead 

.MMpHdHdesigner, almost apologetically. 

O Westwoods record m producing hrilliartfwff "" "We've been working on the game 

time strategy games is second to none f,,^ almost two years now, and it's 

O It's one of tfie mosi eagerly awaited PC games .„„ ,«^„ni,^t ...^ n^. ,u^ K'.Un-.a 



THEDETAI15 

DEVELOPER Westwood 
PUBUSHEREle ' 
WEBSITE www 



OUT April 

WHAT'S THE BIG DEAL? 



i 



"We've been working on the game 
for almost two years now, and it's 
important that we gel the balance 
just right. We'll be playtesting each 



level and tweaking things right up 
until they wrench it from our hands 
for duplication. In many ways it's 
the most difficult thing to get right 
with a game like C&C. You change 
just one variable and it could throw 
things out of balance considerably." 

For those of you who have been 
in prison, or pot-holing in deepest, 
darkest Wales for the past two 
years, Tiberian Sun is the third 
instalment in the phenomenally 



You can now right-click and scroll your 
way about the screen, and zoom In too. 



No Tanya and no dogs, "but there are 
creatures who can help j|ou out". 



New, context-sensitive waypoints give you 
oven greater control over your forces. 



successful Command & Conquer 
series of real-time strategy games. -*S- 
It's also the game with which the 
term "keenly awaited' has now 
almost become synonymous. But 
it's here (almost), and things are 
looking good for C&C fans. 

IF IT AIN'T BROKE... 

So what's new? Well, from the 
outset it appears that Las Vegas- 
based developers Westwood adhere 
to the adage about not fixing things 
that aren't broken. In which case, 
presumably a few of them still 
watch movies on Betamax videos, 
drive to work in '66 Mustangs and 
wear the kind of clothes that would 
automatically qualiiy them as 
extras in the next Austin Powers 
movie. That aside, Tiberian Sun 
doesn't look a million miles away 
from Red Alert (PCZ #47, 94%), or 
even the original Command & 
Conquer (PCZ #28, 95%) game that 
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One of the fundamental features new to Tiberian Sunt 
the capacity for a unit to gain experience and actually 
improve itself according to the number of successful 
encounters it is involved in 
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four years ago. That is. it doesn't 
look that different at first glance. 
However, closer observation 
indicates that while every other 
developer has been busy working 
on their own C&C clone, and more 
recently getting lost within the 
intricacies of 3D and frame rates, 
Westwood have been beavcring 
away refining and improving their 
own original concept and design. 
And they've done so to great effect. 

For starters, the easily 
manipulated isometric control 
interface of Tiberian Sun will be 
instantly familiar to fans of the 
previous games in the series. As 
will the storyline, which takes up 
the threads of the plot where Red 
Alert left off. albeit some 20 years 
later (see The Story So Far bo.\out 
on page 44). But that's not to 
assume that Westw'ood have taken 
the step of presuming that every PC 







etobe has plaved and '^^ 9^"*^ *'" '""^ *"* ' '*'' ^^ "'*'* ^^'^'' *** '^'^^ ^"^ doesn't need any kind ol 3D 

,^„^^. , ' ^ f accelerator support. Ifthings still slow up, you can lone down some of the flffBcts. 

enjoyed C&C. Fair enough, most of '^'^ ' ' 

them have, but for the novices a 

tutorial Is included that takes you 

through the basics. 

NEW UNITS FOR OLD ^^ 

Of course, there are plentyof new 

units and buildings to get to grips 

with, which will no doubt provide 

an even greater challenge for the 

armchair strategist who is now 

infinitely familiar with the 

personnel and weaponry available 

in the previous games. Most ' 

important of all, however, is that 

they're now in 3D. 

Yeo explains how one of his 
particular favourites is the new 
Hunter-Seeker Droid. a 'clean-up' 
unit that automatically attaches 
itself to a random enemy unit, 
thereby enabling you to gather 
valuable intelligence regarding ^* 9^"'^ "^^ *'™^' technology to keep the detail and frame rate high. There's coloured 

.1 ^ _^i. J m4 llghllng and smoke effects in software too. 
your opponent s strength and ^ » ^ , 
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The terrain set Is mare detailed than before, and each has a snow/ice winter variation. 



^ position before self-destructing. Then 
there's the new super-sexy Jump-Jet 
Infantry, Orca bombers, the mighty 
Mammoth Tank, which makes a 
welcome return, now bigger and 
stronger than ever, as well as super- 
sneaky new burrowing and tunnelling 
weapons that have been designed to 
lay even the most heavily fortified 
base open to attack. 

New buildings abound too. One of 
the more cleverly conceived, and of 



which Yeo is especially proud, is the 
Stealth Generator (also known as the 
David Copperfield Device™), which 
turns every allied unit and structure 
within its considerable range 
invisible. However, as with almost 
every hi-tech unit in the game, this 
seemingly indomitable edifice does 
have a weakness, and can be rendered 
quite useless if an opponent manages 
to get close enough to use a 
Deployable Sensor Array, or if you 



THE STORY SO FAR 




Bringing you up to date on what happened 
in the previous games in the series, and 
where Tlberlan Sun pfclts up the story 

More than 20 years tiave passed since ttie dramatic finale 

of Tlberlan Dawn. The Global Defence Initiative (GDI) and the 

Brothertiood of NOD are still very much at war. Tlberium, the alien mineral that 

arrived on Earth via a meteor, is spreading at an ever increasing rate and has 

caused both sides to drastically reorganise their forces and objectives. 

The GDI have been forced to evacuate ttie remaining world's population to 
arctic teiTttortes where the alien menace struggles to survlva 

The Brotherhood of NOD, having suffered a hefty blow with the apparent loss 
of Kane, their dome-topped leader, have retreated underground. Without Kane, 
NOD have become fragmented and facUonallsed, and arguably 
therefore more unpredictable and lethal than ever. 

As the game progresses, NOD begin to experiment with 
Tlberium In a search for ways to enliance the capabilities 
of their elite troops and personnel by genetic mutation. 
Meanwhile, the GDI struggle to maintain order . 

Seemingly from nowhere, a new group enters 
the fray. The Forgotten are a rag-bag of mutants 
deformed by the effects of Tlberium, and are 
neglected by the GDI and abused by the Brotherhood. 

As before, you can choose to join either of the two main forces. Opt to 
command the GDI and you assume the role of Commander McNeil. Your 
objective is two-told: eliminate NOD attacks, and attempt to uncover the secret 
behind the rapid growth of Tlberium. Choose NOD and you assume the role of 
Slavlk, leader of one of the NOD factions. Your aim is to reunite NOD, defeat ttie 
GDI forces and learn how to harness the newly discovered alien technology: 




happen to fall prey to an Ion storm, in 
which case all your units become 
completely visible again and therefore 
ripe for a damn good kicking. Even in 
the hi-tech, futuristic world of 
Tiherian Sun, it seems there's still a 
place for the humble foot soldier. 

EVOLUTION NOT REVOLUTION 

For those fans hoping to put their 
shiny new Pentium and Voodoo2 
cards to the test, Tiberian Sun will be 
something of a disappointment. Yeo is 
keen to point out that while the game 
does indeed boast new visual and 
technical elements that set it above 
its predecessors, if runs quite 
happily on a P133 with 32Mb of 
RAM. And thanks to new, speedy 
Voxel technology, you don't need a 
3D accelerator card to run it. In fact, 
if you've got one it won't even help 
matters at all; although those in 
possession of a machine that supports 
the mystery that is MMX might 
witness a slight spurt in performance. 
That's not to say that Tiberian Sun 
doesn't look just a bit special. 
Westwood have come up with a new 
terrain type that actually changes 
during the course of play. Explosions, 
digging and even the weather can and 
will affect the terrain. Rivers can now 
freeze over, for example, which opens 
up no end of tactical nuances to 
each mission. You can also expect 
to see new coloured and 
dynamic lighting effects, and see 
units rock and tumble thanks to a 
new physics engine. "Everything now 
has a designated weight, elasticity 
and flammability," Yeo reveals. "You 
might shoot at a unit and it explodes, 
and a piece will land in a clump of 
trees which then in turn bursts into 
flames." Similarly, gun turrets now 



turn, debris from a blown bridge 
causes damage, smoke billows, and 
the 3D units now look more detailed 
than ever And this is all running in 
software, don't forget. 

TACTICAL DEVELOPMENTS 

It's not all just eye candy, however. 

Westwood have obviously thought 
long and hard about the implications 
of their new technology, and how best 
to implement it in terms of gameplay 
too. For example, Yeo points out there 
are now two subtly different types of 
light - soft and hard. 'Hard' light 
reveals everything, as is the norm, but 
the new 'soft' light that's used in 
certain areas is selective in what it 
picks up. It's an ingenious concept, 
and one that opens up a whole new 
world of stealth and guerrilla-based 
tactics that rely as much on the 
strength of enemy intelligence and 
use of terrain as they do firepower 
and speedy deployment. 

One of the fundamental features 
new to Tiberian Sun that will no 
doubt get the juices flowing is the 
capacity for a unit to gain experience 
and actually improve itself according 
to the number of successful 
encounters it is involved in. The 
introduction of 'Veterancy', Yeo 
maintains, not only succeeds in 
creating a new emotional attachment 
to your units, but also means that, 
tactically at least, it may now be 
prudent to look at the bigger picture. 
and employ some kind of 'tour of 
duty" management scheme that 
doesn't leave you with raw recruits 
when only seasoned units are up to 
completing the mission successfully. 

Candid and personalised speech is 
also being used to give characters 
added personality and strengthen the 



PCZONE#74NURI999 




player-unii bond. "They'll also tell you 
when they're being attacked, and 
might suggest what they're going to 
do about it," adds Yeo. "It's all very 
Saving Priva te Ryan . " 

Like its predecessors, Tiberian Sun 
is essentially linear, in thai it's 
necessary for the sake of plot and 
development of the C&C universe. 
However, Yeo is at pains to make it 
clear that you can play multiple 
missions in a region in a different 
order in an attempt to affect the 
overall outcome of the main objective 
within a given area. "There is no best 
way to complete the game," he insists. 
"In fact there are many different ways 
to approach each objective within the 
game, and in testing it was pretty 
surprising to see the different ways 
people were tackling the same task. 

TEACHING 
PRIVATE RYAN 

Th)Ops now 'learn' from their 

battlefield experiences 

Battlefield experience now enhances 
your troops' abilities, based on what 
they achieve in batUe. "For example," 
explains Yeo, "a mini-gunner slaying 
another mini-gunner gives the slayer 
very little experietice. However, a mini- 
gunner which finishes oft, say, a tank 
gets lots ot experience. Once a unit Is a 
veteran, it gains an improvement In one 
or more ability (range of fire, strengtti, 
speed etc). One of the first 
thing InfatTtry units 
'learn' Is to scatter 
automatically when 
they come across an 
enemy tank." 



Obviously, there are set objectives 
that keep the storyline intact, but 
there's a lot for players to decide 
too. It's sort of pseudo non-linear." 

DOUBLE THE INTEUIGENCE 

How the missions are played out 

is not the only thing that is 
unpredictable in Tiberian Sun. 
There are now two separate types 
of artificial intelligence at work deep 
within the game. Yeo explains: "We've 
got one AI thai directs the CPU to 
achieve certain objectives the best 
way it can in any given scenario, and 
then there's the other AI that kicks in 
when you attack the CPU's forces, 
that directs how it should defend 
itself and what it should repair first." 

How the units behave and their AI 
is undoubtedly most important when 
playing in single-player mode, and it's 
something that Yeo admits has been 
one of the most taxing aspects of the 
game in which to make any great 
strides. "We've worked hard to 
improve this area of the game," he 
says. "Now the AI prioritises things a 
lot more, and we've buih in a kind of 
threat assessment. If you start 
attacking the CPU's base, for instance, 
it will react accordingly." 

It's a similar case when it comes 
to going on the offensive: 
"Previously the enemy units 
had a habit of attacking, 

G Whatever it Is, you'd do well 
not to get on the wrong end of IL 



lemming-like, in a straight line. It's a 
lot more varied now, because the AI 
takes into account new factors, 
especially the lie of the terrain. It's 
actually pretty clued up now, and it 
still surprises us when the CPU comes 
up with new ways of attacking you." 

^A new terrain type 
actually changes during 
the course of play. 
Explosions, digging 
and even the weather 
can and will affect the 
terrain. Rivers can now 
f reeie over** 

The online community is obviously 
important to Westwood. and as a 
result they have also been busy 
making sure that Tiberian Sun is an 
even more enjoyable multiplayer 
experience than previous C&C games 
by adding cool new features and 
making it as simple as possible to 
indulge in a little mano-y-mano C&C. 
"It's gotta be easily accessible to 
ensure that as many people as 
possible use it," Yeo explains, 
"We've incorporated a random 




map generator so players don't have 
to play the same scenarios again and 
again, and you can now form clans 
and ally sides together. There's also a 
preview mode that enables you to 
look at a map before you play it." 

As before, up to four human 
players can compete over the Net, or 
up to eight over a LAN. You can now 
also play in a co-op mode against the 
CPU as well as playing against each 
other, the overall aim being to 
encourage an even stronger Internet- 
based community to compete with 
the likes of Quake and MechWarrior. 



Since the original Command & 
Conquer made its appearance back 
in 1995, rival developers have been 
frantically producing C&C clones of 
their own in an attempt to better 
Westwood's jewel in the RTS crown. 
Consequently, Tiberian Sun faces 
more competition than ever before 
as rival developers experiment with 
sophisticated 3D engines, cameras 
and ingenious new twists on the RTS 
genre. The pressure on the 
development team to produce the 
goods and live up to the massive 
expectations of the global gaming 
community is obviously immense. 
Yeo, at least, remains unfazed, 
convinced that Tiberian Sun will be a 
worldwide success: "1 think people 
will like it. We made a conscious 
decision to not become embroiled in a 
feattires war. and I think it's paid off. 
A lot of that stuff only serves to 
complicate matters - you seem to 
lose sight of what wargames are 
actually about. We've concentrated 
on making what we think is a great 
real-time strategy game, and we hope 
people are gonna like it. We do." \Si 
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ijIuTTTTiSOULBRINGER 



Give a little bit of heart and... 

SIIULB 



Any game that lets you talk to ttie dead has to be worth 



THE DETAILS 



DEVELOPER Gffimlin Interaclivfi 
PUBUSHER Gremlin Interactive 
WEBSITE www.gremlin.co.iik 
OUT Sonny 99 



VnUT'S THE BIG DEAL? 



O It's an adventure game! In 3D! And It's huge! And 

scary! 
O riie designer was responsible tor Realms Of The 

Hamling. which rocked 

Vou get to control armies and everything 

Right. Let's poke 
convention in the eye 
with a stick, shall we? 
Do you want to read a 
plodding, pedestrian 
preview about 
Soulbringcr... or would 
you prefer a zany 'comedy' quiz? 
Huh? The quiz! The quiz! Yaaaaay! 

Here's ihe deal: we'll chuck you a 
load of multiple choice questions, you 
pick what you think are the correct 
answers, then zip to the end of the 
feature and tot up your score, which 
you can then paint on a plank and 
hurl at a German. Whatever. Let's go. 

1 WHAT SORT or GAME IS IT? 

a) A farmyard wrestling simulator 

b) An exercise in deranged psychotic 
Hastiness in which you strap a 
postman to a chair and drive pencils 




TTiere isn't room to list all Gremlin's 
successes over the years, so here's a rary 
selective history Instsed 

, Wanted: Monty Mole - sly political satire 

or above-average ZX Spectmm plalform 
game? The latter, we reckon. 






Realms 01 Tlie Haunting. Scary Doom-a- 
like set in a spooky mansion, contained . 
more utterly unsettling creepiness than 
an estate agent's convention. ' 

TheActua Soccer Trilogy. Usurped by 
FIFA, this was until recently the best 
soccer game out there. After SeiKi Uiat is. 



into his tear ducts 
c) A classical-stylee role- 
playing adventure title with 
sumptuous graphics, in which 
all the action takes place from 
a third-person 3D perspective 
and comes complete with a 
user-positioned camera. 

2 WHO'S THE STAR? 

a) Keith Moon from 
The Who 

b) Aunt Flo from 
Bod 

c) You are. dimbo. 
You play a nameless young 
man on a quest to rid the 
world of a gang of demon 
lords known as the Revenants 

3QUEST?REVENANTS? 
WOW.UKE.I'MREAUY 
EXCITED NOW. CUHHH. 
WHY SHOULD I OOTHER 
READING ANY 
FURTHER? 

a) Beats me 

b) Because your heart is empty and 
only words can fill it 

c) Because, although on paper the 
plot may sound a tad pedestrian, 
some of the Soulbringer team were 
also responsible for the completely 
tremendous and genuinely 
frightening Realms Of The Haunting 
{PCI #47. 93%), a sadly overiooked 
classic which garnered a cull 
following (mainly among Mallo and 
Chris here in the ZONE office). This 
considered, you can bet your sweet 
bippy Soulbringer won't be a run-of- 
the-mill affair. 

4 THIS ISN'T A PROPER QUIZ. IS IT? 

a) You're right. Let's do away with this 

b) And just get on 

c) With the stuff about the game. 

BACKTODASICS 

Phew. That's better. Right. Check out 
the screenshots. As you do so, mull a 
couple of things over in your mind, 
fry this: Soulbringer is a big game. It 
consists of five episodic stages which 
Gremlin reckon will take at least ten 
hours each to complete. That's fifty 
hours of gameplay in total, minimum. 





a gander, hasn't it? Charlie Brot^erMnVs so 



thing, and then 
play again and 
there's something 
completely different 
happening." 
We're also promised a 
"unique combat engine" 
which will make the game easy for 
newcomers to get into, yet complex 
and engrossing enough to reward 
long-term practice; it should be 
possible for experts to hack their 
opponents into bits with a solitary 
blow. Still, Die By The Sword {PCZ 
#64, 75%) promised the same thing, 
and that was a load of old rubbish, so 
we'll reserve judgement on all that 
until we get to try it, shall we? 

DEAD DUD GOOD 

The title Soulbringer hints at a 
shadowy connection to the afterlife, 
and by crikey that's precisely what 
you'll find in the game. In the first 
episode, your character learns how to 
communicate with the dead. And not 
by shouting VERY LOUDLY in grave- 
yards either; no, he turns into a right 
old Doris Stokes. Chit-chatting with 
corpses plays an imponant role in the 
storyline - "more so than you'd think," 
say Gremlin, rather cryptically. 

So: big locations, a third-person 
perspective, wacky combat, armies, 
corpses, lots of playing time, but a 
cliched storyline. That's Soulbringer 
so far. The moment we get our claws 



It's equally 
immense in scope. 
Your character 
ventures all around 
the worid during 
his quest, from 
parched desens to 
arctic wastes, from 
imposing cathedrals 
to the centre of 
Hell itself (the 
Arndale Centre 
in Wandsworth, 
presumably). The 
visuals, as you 
can see, are 
impressive. 
"The graphics 
in Soulbringer are second to none," 
claims designer Paul Green. "We've 
got a great team of artists, and every 
one of them's completely on the ball." 

In order to encompass all the 
pretty locations, the storyline unfolds 
on an epic scale. Staning out as a 
faceless slacker, you learn combat 
skills, gain magical powers, and 
eventually rise to become leader of a 



^Soulbringercnnsisls of five episodic stages which 
Gremlin reckon will take at least ten hours each to 
complete: that's fifty hours of gameplay, minimum ^ 



massive army. It's just one of many 
career opportunities in the game. 

"You can choose from 12 
backgrounds for your character as 
you start, and you'll find certain 
scenarios and adventures are 
tailored to suit whichever 
one you've chosen," 
explains Paul. "Many of 
the non plot-related 
adventures are created 
randomly too. You 
might enter a forest 
one game and find one 



on a reviewable version of the game, 
we'll be at it like a rat up a drainpipe. 
And then we'll write about it for you, j 
Deal? Deal. Oh, and your score for 
the quiz? You 
scored zero. 
Because 
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PAUL GREEN 

Designer on SouWmget. Previous credits 
include work on the tiigtily rated and hugely 
scsfyRealms Of The Haunting 

PCZ What's your favourite PC game of 
all time? 

Vm. Quake II. 

PCZ What was the last game you paid 

money for? 

I'flUL Tenchuon the PlayStation. 
PCZ Have you ever been In a fight? If 
so, wliat happened? 
PAUL I've been in lots of fights, especially 
during school years. Surprisingly enough, 
and despite the fact Hiat it was never me 
starting the fight, I've always managed to 
kick the crap out of everyone who took me 
on. It just goes to show that all the time I 
invested in Street Fighter and Jackie Chan 
videos really paid off. 
PCZ Would you have sex with a mule In 
exchange for a million pounds? 
MUl Only if it was a Moscow Mule. 
PCZ What's your favourfte biscuit? 
PAUL Hey, don't get personal, man. 
PCZ Tf you died and were reincarnated 
as a gigantic moth with laser beam 
eyes, how would you use your special 
powers - would it be for the cause of 
good, or for evil? 

I alJiL I'd destroy the Earth and start a race 
of moth-men with Nicole Kidman. 



STUFF AND 
NONSENSE 

You spin me right round baby, 
right round... lilte a record baby 

You know how sometimes when it's 
got nothing better to do your mind 
starts fiddling around with words and 
songs and things? Since we're always 
looking at computer games, our minds 
often try to tit the names of them to the 
lyrics of well-known songs, which we 
then hum to ourselves or sing aloud. 
Example: Super Bomberman on the 
Super fJIntendo meets Mister Lovennan 
by Shabba Ranks. Result: chorus of 
"Super Bomber-man. . . Shabba!" 

Another example: Half-lite. lUcks 
seamlessly into the chorus of Park life, 
dunnit? Of course it does. 

Final example: Soulbrlnger. The 
game we're looking at now. For some 
totally Inexplicable reason, our brains 
keep associating it with Stool Pigeon 
by Kid Creole and the Coconuts. Every 
time we read the word Soulbrlnger, we 
keep wanting to fallow it up with a 
"cha cha cha chaaaaa". It you're not 
familiar with Stool Pigeon, don't worry. 
That was all a meaningless aside 
anyway. Xti paying attention to the 
heading next time. 
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Always believe In your soul... 




Apparently, all that glitters is not gold. Steve /////turns thought Into words 



THE DETAILS 




ention dragons 

and ores to anyone 

DEVELOPER inln^rame^ ■■■■ with acceptable 

PUBUSHERInfogr.n,e. ■■■■ standards of 

WEBSITE www.inlogrames.co.uk ^H ^^H ^H , . 

^M ^H ^H and they 11 run a 

IVi!l:\tf-'tJ!H-![^i!^!T1^^^^^^^B ^H IV HH mlle. Not literally 
mMmm^Mi^dkthAttM^^^^^^^m ^ ^j^^^ would involve exercise) , but 
O Straddle, several gb..K.s i^,^ ^^^^ ^^ ^j,^^ ^^^ ^^3^^^ ^ 

0/'8ditferenlcfiaracters c r .u n jit- l.- 

A ^^n , , ■, . on fast cars, football and fighting 

O 320 detailed scenes , ,. , , . , , . . 

On „„„_ „„, .^n,ee have itt e truck with the sinister 
Runs on an iinacceleraled PI 66 

world of the RPG, an acronym that 

, ^^^^^^^^^^^ BM^n inimediatcly suggests bearded men 

^^^^^^^^^^^ wrrifiJmi rolling dice and drinking flagons 

of cider. RPGs have certainly had a 

^___^ l>ad press over the years, the genre 

i^^l^H proving to be the gaming equivalent 

^^^^ of trainspotting. 
Accoriling to llieir c(«porate profire, T However, attitudes could be 

irfogrames have published 1000 games 1 ^^^ ^^ ^^^^^^ ^^ 5.,^^,. ^^^^^^p^^ ^^ 

stn« their conception in 1983. Hero's an f ^^^^^^^ preconceptions. In fact, so 

.V^^^l^'^'J^^A^J^. much so that it could be said not to 

te Cute /rtformaf/flue- a little known be an RPG at all. Indeed, it doesn't 

educational game that apparentiy set the slot comfortably into any particular 

benchmarktorthatklndoflhing. pigeonhole, as the game's producer, 

[pj, (^lare^ explains: "A lot of people 

Mantfa{;o«,theirtirstpn)pflr game ^^^^ ^^^^^ comparisons with Final 

was an RPG that sold over 70,000 V ^.^^,^^^ ^„ ^^^^ ^^^^ 93,^^^_ ^^.^^ -^ 
units, was translated into seven ^ ^^-^^^ ^^^^^ ^^^^^^^ ^^^ ^^^^^^ 

languages and reaped praise from m . ^^, ^ ^^^^ ^^^^ ^-^^^^ ^^^^^^^ ^^^_ 
around the world, ^m ,^,g ^^^^.^^ ^^^^ -^ ^^ ^^j. ^^^ ^^ 

7;n(/fT (7/7 The Moon. Those crazy Frogs. ^^H^ real-time 

SimCity (PCZ#20, 90%) was the year's 
best seller and won many prestigious 4 

awards, ' 

Atone In The Daik(PC2«2&, 80%). The 

hero of this amazing adventure. Edward 

Carnby, went on to star in two successful ^ ^ 



combat. I don't think there's a genre 
you can bang it in. I'd say it's an 
arcade adventure beat 'em up. I 
mean, that's bizarre. You've got 
role-playing elements in that you 
have stats-based combat, but it's like 
Commanii & Conquer in that you have 
combat strategy management. You 
don't actually see that until you've 
got through 60 per cent of the game. 



this... The titular Silver is a pretty 
nasty piece of work. In fact he's an 
absolute shttehawk. For a bit of a 
laugh, he decides to kidnap every 
woman in the land of Jarrah. 
mumbling something about needing 
a new wife. You play the role of the 
more soberly named David, and 
when your good lady wife Jennifer 
is dragged kicking and screaming 



^The titular Silver is a pretty nasty piece of work. For a 
bit of a laugh, he decides to kidnap every woman in the 
land, mumbling something about needing a new wif e^^ 



so most people make the assumption 
that it's an adventure game. 1 don't 
know how to pigeonhole it. it's been 
really hard." 

SILVER LADY 

It may not be the easiest game to 
describe, but the story behind Silver 
is crucial, and goes a little bit like 



from the conjugal bed, you are 
understandably perturbed. Naturally 
you instantly set about avenging this 
misdemeanour and try to restore a 
semblance of some sort of order to 
the proceedings. 

Set in a mythical time of swords 
and sorcery, it's essentially a classic 
battle between good and evil, with a 
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SILVER 



tWv. Wm 




nod towards 
Romeo and 

Juliet or, for the drama 
students, Orpheus and Eurydice. 
Requiring heroic action in the face 
of overwhelming opposition, it's 
also a bit of a David versus Goliath 
encounter, or, more specifically, 
David versus Silver. In common with 
numerous games over the years, it's 
quite literally a case of kill the bad 
guys and get the girl, As Lee says: 
"David's your ail-American, white- 
toothed, blond-haired hero." 

Of course, any budding hero 
needs to be a dab hand with a sword 
Practice come.s in the form of a 
training session, enabling you to get 
to grips with the innovative combat 
system. This involves sweeping the 
mouse about violently, your actions 
replicated on-screen by the swiping 
and lunging of your sword. It looks 
like a strong right arm will be 
required, although this shouldn't 
trouble the majority of dedicated 
RPG fans. 

As well as the perennial trusty 
blade, ranged weapons also come 
into play, including throwing 
knives, catapults and the good 
old bow and arrow. It's not all 
fighting though, as an array of 
magic can be thrown into the mix, 
including such handy tricks as an 
invisibility spell and a Lycanthrope 



amulet, which turns you into a hairy- 
backed werewolf. 

Other characters can come to your 
aid, and up to three can be controlled 
simultaneously. For instance, you can 
tell one character to attack while the 
other two make good their escape. 
Success in the game is dependent on 
mastering a number of skills, and as 
such there are no difficulty levels. As 
Lee explains: "If you're crap, you 
don't gain experience. It's based on 
training. If you're no good at it, then 
hard shite." 



SILVER DREAM MACHINE 

Silver features a vast array of 
characters, the majority of whom 
have speaking parts. A huge amount 
of dialogue has been recorded, and 
the developers have drawn upon a 
disparate array of voice talent. For 
instance, erstwhile long-scarved 
Doctor Who Tom Baker provides the 
narration. Displaying more ham than 
Sainsbury's, Baker rolls out lines such 
as "A terrifying evil was unleashed", 
his unique brand of high-eyebrowed 
spookiness proving well-suited to the 
tone of the game. However, his 
involvement in the project 
was more down to chance 
than planning, as Lee 
reveals: "I met him 
in the boozer up 
the road. He was 
busy doing 
Casualty at 
the time." 

The game is 
jting developed 
HI Manchester, 
and other artists 



LEE CLARE 

TTie producer o/Silver 
'fesses up 

PCZ What was the 
first game you ever 
played? 

Lr.t. It must have been one of them ZX81 

'type In from a book' -type games, and I 

woulctn't know the name of it. One of those 

'X dodge the zeroes'-type jobbies. 

PCZ What are you playing at the 

moment? 

LtE At the moment, Carmageddon II. And 

I've just finished Half-Life. 

PCZ What's the best game you've ever 

played? 

Ltf Half-Life. It sounds a bit giddy, ttiat, 

but yeah, I've been through the Commodore 

64, all the consoles, but for me, in Half-Life 

you're playing a film, you're in it. 

PCZ Have you evar had a fight, and If so 

what happmed? 

LEE I've had numerous fights when I've 

been pissed up. Too many to remember. 



mooted included Coronation Street's 
Les Battersby and Curly Watts, the 
latter pencilled in to voice the part 
of a landlord. Such casting failed 
to materialise though, which in 
light of actor Kevin Kennedy's 
well-publicised alcohol problem is 
probably for the best. Metal-toothed 
junglist Goldie was also passed over, 
although the music industry is 
tenuously represented by hirsute 
rockers Supergrass, of all people. 

Coming on two CDs, what 
is certain is that Silver will be 
absolutely huge, offering at least 
a good 50 hours of play. As Lee 
concurs: "It's a f**king big game." 
Whether it's also a f**king good 
game will become apparent next 
month, when we get our hands on 
a copy and do a review and that. GH 
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EBrarnr:, 



Call the cops, here comes 




Car chases, bank jobs, 
cops and robbers. It's 
another day in Newcastle 
\QX Steve Hill 



THE DETAILS 



DEVELOPEfl Refiections 
PUBUSHER GT Interactive 
WEBSITE www.gtgames.cofTi 
OUT March 



WHAT'S THE BIG DEAL? 



©Breaking the law 
©Ludicrous car chases 
©Authentic cities 
© No guns 




Welcome to Miami. 



We first covered 
Driver in issue 64, 
back in the days 
when a copy of PC 
ZONE would leave 
you with very little 
change from a 
fiver: one new pence, to be precise. 
Consequently, those of you with short 
' ' ^^^■^^■^■s" ■ anns and deep pockets may have 
A Uriel historv from humble beginnings to ^^^^^^ ^^ g^ f^^ ^^ ^^^ ^^^^3 here's 

f^^a^^Jf^^^- '' recap. Dnver is not a racing gatne - 

Started by Martin Edmonson and a not in the traditional sense, anyway - 

school friend (who left after a couple it's a car chase game in which you play 

of years), i^he part of a getaway driver, 

undertaking numerous (generally 

Wroteseveral games forthe BBC jn^g^ij -^^^^^ -There is no set race track, 

Micro published by Acorn Soft/ ^^ ^^^ ^^^^ ^^^ ^^ ^^^^h barriers. 

^m..!"^.l"_°---'!^--- Rather, the action is city-based, 

1^^ Several titles published by Psygnosis offering full freedom of movement. 

^^ (aSftatfowWTfteSeasftrilogy. Avenues, pavements, parks, and 

two Desmiction Derby qames. narrow alleys stacked with garbage 

Awesomeani Ballistic^. are all fair game, as are handbrake 

lurns, screeching tyres and elaborate 

Three games In developmem (PC ^^eel spins. Basically, Driver is every 

-^ and PlayStation), j^^^^^^^ American car chase cliche you've 

aH^ -^^^^^^^ ^^^ seen. And it looks great. 



Nuclear-powered headlights seem to be all the rage at the moment. 



The game is being developed in 

Gateshead by Reflections, the team 
behind the Destruction Derby series, 
Having severed connections with 
Psygnosis, Driver was without a 
publisher the last time we saw it, a 
situation that has now been rectified. 
In fact, GT Interactive liked it so much 
they bought the company (paperwork 

^Basically, Brivem 
every American car 
chase cliche you've 
ever seen. And It 
looks great99 

pending), Martin Edmonson is the 
founder of Reflections, and under the 
new deal he remains a partner. He 
also came up with the concept for 
Driver and cites some obvious 
influences - Bullitt, The Blues Brothers, 
StarskyAnd Hutch. The Dukes Of 
Hazard, The Italian Job, Smoky And 
The Bandit, The CannonbaU Run. 



With more than a keen interest in 
the destruction of cars, it's templing to 
wonder whether this has manifested 
itself in real life. "No. IVe got a clean 
licence at the minute, actually, a 
completely clean licence." 

In fact, a hcence that enables him 
to drive his Mercedes from his newly 
expanded offices to his quayside 
penthouse apartment - a lifestyle 
somewhat at odds with that of the 
stereotyped games enthusiast. 

THE STREnS OF SAN FRANCISCO 

Perhaps wisely, the local area was 
overlooked when deciding on a setting 
for the game, and Driver actually takes 
place in Miami, New York, San 
Francisco and Los Angeles, which, 
despite being in America, are actually 
all very different, as Martin explains: 
"That's precisely why they were 
chosen. Miami is pastel shades, palm 
trees, water, blye skies, that kind of 
thing. New York's very oppressive, 
with huge city block buildings. San 
Francisco has to be in there because of 
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BuUin and because it obviously gives 
you a lot of opportunities for the 
landscape. Los Angeles has elements 
of beach and elements of city in it - 
the Downtown area, Hollywood, 
Rodeo Drive. Partly what we're trying 
to do is create recognisable areas in 
cities, where you actually know your 
way around. The buildings themselves 
are taken from real-life buildings. The 
major ones are positioned correcdy 
and each area of the city is 
geographically accurate as well." 

The cities are also extremely large, 
each spanning between 20 and 30 



miles and featuring around 150,000 
buildings. They also adhere to their 
own accurate traffic systems, and if 
you really want to, you can simply go 
for a leisurely drive - Sim Traffic, if 
you will. However, the more 
adventurous gamer will eventually 
opt for the story-led missions, which 
include such tasks as picking up bank 
robbers, tailing a suspected grass or 
simply ramming someone off the 
road. More ingenious missions involve 
delivering a stolen police car intact, 
frightening a stubborn debtor by 
taking him for a ride in a taxi, or 



teaching a restaurateur a lesson 
by driving through his 
front window. 



CAR TROUBLE 

There are 44 
missions in total, 
mostly 
involving ill 
behaviour, not to 
mention extreme felony. This 
isn't a situation the pious Japanese 
market was happy with though, and 
consequently the storyline has had to 
be changed to incorporate the lead 
character as an undercover cop. 
Further legal issues involve the cars 
themselves, which were originally 
intended to be faithful replications of 
actual models. There are 14 cars in 
total, but as Martin explains, "They're 




not officially licensed because the car 
manufacturers won't accept any illegal 
use of the cars, or damage to the cars, 
or destruction of property. Ajid that 
kind of sums up the whole game. It's 
a shame, I suppose, but what do you 
do? Have the cars not allowed to 
smash into anything, remove all 
criminal activity from the game 




Despite the numerous crashes, nobody actually gets killed In Driver. 




MARTIN 
EDMONSON 



H 



The managing director 
of Reflections, comes 
under the PC ZOtiE 
spotlight Vevillask 

you only once... 



PCZ What's the first game you ever 
played? 

; !N Oefertder, in the arcades. 
PCZ What's the best game you've ever 
played? 

MARTIN Defender. I think it's a nostalgia 
thing. 

PCZ What's the last game you paid 
money for? 

Elite on the BBC Micro. 
PCZ Have you ever been In 
a fight? 

MARTIN No, but I've been punched a 
few times. 



altogether, and not allow the cars to 
be damaged? It would ruin the game. 
So what we've tried to do is to take the 
look of some of these classic American 
muscle cars - big American black car 
chase-type cars; fairly faceless, really, 
but everybody's seen them in Starsky 
And Hutch and The Dukes Of Hazard. 
Just a very cheap throwaway car to 
smash into things." 

For extended tomfoolery. Driver 
also features a comprehensive replay 
editor, enabling you to utilise a variety 
of camera positions and types, 
effectively directing your very own car 
chase. As Martin says: "The game is 
really designed to be a simulation of 
Hollywood car chases, so it seems 
natural that you should play the part 
of the director." 

It's a very cool idea indeed, and just 
one of many in a game that is already 
shaping up to be to be among the most 
innovative of the year. If Driver turns 
out to be the sum of its considerable 
parts, then GT should be very happy 
with their investment. Ker-ching! liH 
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Lonts: England will be thera for the final - they've 
reserved seats in the front row. 





CRICKET WORLD CUP 99 

How will England fare in the cricket World Cup this year? Craig Vaughan plays out his own scenario 




THE DETAILS 



DEVELOPER Creative Assembly 
PUBUSHEREA Sports 

WEBSITE www.ea,com 
our May 



WHArS THE BIG DEAL? 



O It's the olficial game of the cricket World Cup 

O EA are past masters at this sort ot ttiing 

O II will appeal to arcade and strategy tans 

O Comprehensive management and strategy options 

Your average Bintish citizen 
neither knows nor cares 
when the next cricket World 
Cup is being held. And given 
England's recent suicidal 
surrender of the Ashes, the public's 
apathy is understandable. 
Unfortunately, funher international 
humiliation is looming large, because 



England have qualified for World Cup 
99 by virtue of past glory and 

volunteering to host the event. The 
slipstream of publicity created by the 
competition will no doubt ensure that 
the resulting flood of PC cricket 
games gives fans some sort of 
consolation following England's 
inevitable first round exit - no doubt 
at the hands of cricket giants Namibia 
or the Pot-Pot Islands. 



technicalities of batting orders and 
field placements, and take advantage 
of the basic 'pick up and play' game 
mode. This offers simplified one- 
button batting and bowling options, 
and leaves the strategy management 
to those of a more cerebral 
disposition. Alec Stuart wannabes, 
however, will embrace the game's 
Captain mode, which gives complete 
control over all aspects of team 



^England players have been motion-captured, so we 
can expect some golden ducks, dropped catches, 
run-outs and leg-hef ore dismissals'^ 



Impending doom aside, Electronic 
Arts are the first company to pitch for 
your cash with the officially licensed 
Cricket World Cup 99, and with their 
reputation for presentation and 
playability it may well be that they'll 
knock the competition for six. 

We're promised a full-on team 
management simulation that will 
appeal to action fans and strategists 
alike. Thankfully, hit-and-hope 
players (ie those modelling 
themselves on the current England 
team) can forget about the 



selection and tournament strategy. 

EA, concerned that their PC 
version of the tournament should 
be able to accurately reflect the 
unfolding drama of the real event, 
will be constantly updating their 
website with up-to-the-minute player 
and team statistics, and weather news 
- the bad weather being as inevitable 
as England's early demise. As it's an 
EA Sports title, coded by the same 
guys who brought us the FIFA series, 
we can anticipate an option-laden 
front end with every aspect of the 



simulation being user-adjustable. Play 
will be viewed through a beautifully 
fast and fluid 3D engine equipped 
with multiple camera angles 
(including the now obligatory 
television-style stump and out-field 
views). To add to the realism several 
key England players have been 
motion-captured performing over 
600 fielding, batting and bowling 
manoeuvres, so we can expect to see 
some stunningly portrayed golden 
ducks, dropped catches, run outs and 
leg-before dismissals - situations the 
England team are well versed in. The 
carnival atmosphere will be enhanced 
by the inclusion of all the World Cup 
grounds, and verbose in-game 
commentary and analysis from a host 
of cricket legends. 

Cricket has had a far from 
illustrious history on the PC, so EA 
undoubtedly have their work cut out 
attempting to overcome the gaming 
public's indifference towards cricket 
in general and the England team in 
particular. It could be, however, that 
EA are about to bowl us over with 
something special - which may be the 
only thing that fans have left to cheer 
come the final on June 20. ES 
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FLANKER 2.0 




Vi I \ 





HANKER 2.0 

Rhyming slang is a wonderful thing. Paul Prestey thinks so, anyway 



THE DETAILS 



DEVELOPER Eagle Qynanilcs 
PU6USHEII The Learning Company 
WEBSfTE www.mindscape.com 
OUT Api il 



WHAT'S THE BIG DEAL? 



O Russian miiilary salelfile terrain data 

O Complex damage and coliision detection engines 

O Reafctic weather effects 

O Full mission editor 

One day I'm going to call their 
bluff. Every lime a flight sim 
designer demonsiraies their 
'highly accurate' terrain 
data, we're told how it's 
absolutely spot on - every hill, every 
dale, every road, river and rail is in 
exactly the same position as the real- 
world equivalent. One day I'm going 
to travel to one of these places, make 
a map and come back and compare. 
Then we'll see, oh yes. 

Flanker 2.0 uses actual classified 
Russian military satellite imagery 
(they wouldn't tell me where they got 
it, but one suspects ex-KGB staff 
looking to make a quick capitalist 



Russians build their hardware to do a 
job, not to grace the pages of Cosmo. 
So say a dogfight ensues, and perhaps 
the ugliest HUD of all time appears. 
Big, thick yellow circles fill the screen, 
clashing garishly with the blue steel 
cockpit interior. But the target 
explodes and it all seems very 
smooth. Shoot first, pose later. 

Speaking of cockpits, the whole 
thing will be in full 3D all the time - 
no need to switch views, as with other 
games. All the dials and buttons 
continue to work as you move your 
head (they seem to have taken a leaf 
out of the FPS book here, as you 
control your head movement with the 
mouse) or lock on to a target. 

There's a lot still to go into Flanker 
2.0 at the moment. Weather effects 
will apparently be so detailed that 
clouds will actually have water 
densities that affect infra-red missiles 
as they fly through them; a mission 
editor enables you to create complex 
and detailed scenarios that can be 
distributed at will; collision detection 
is mapped right down to the surfaces 
of the planes, rather than the 



standard method of surrounding each 
unit with a solid box. meaning bullets 
and missiles can fly right between the 
tail struts without hitting anything. 
The list goes on and on. And it all 
sounds rather impressive. The only 
fly in the ointment is the lack of a 
dynamic campaign engine, so how it 
fares against F-22: Total Air War [PCZ 
#68, 95%) or Falcon 4.0 iPCZ #72. 
95%) we'll have to wait and see. \j3 



^3^^ 




The collision delectlon engine maps to the 
plane's surface rather than surrounding it 
with a 'general area' box. 



^Collision detection is mapped right down to the 
surfaces of the planes, meaning bullets can fly right 
between the tail struts without hitting anything^ 



buck) to map an area of land near 
Azerbaijan that is so detailed the 
designers can depict every building in 
the area on screen. And to be fair to 
them, it seems to work. The amount 
of derail on screen is remarkable, 
putting several civil aviation sims to 
shame. These actually feel like real 
cities as you soar over them. And 
when you compare them side by side 
to the satellite images, you can see 
just how close it all looks. 

The other thing that hits you is 
how fast it seems to move. This is 
actually a trick of the eye. The frame 
rate isn't significantly higher than that 
of any other large-scale military sim 
out there. Instead the graphics boys 
have added layers of 'noise' to the 
ground textures to add to the 
impression of speed. This too seems 
to work, although what it'll look like 
once the skies are filled with planes 
is anybody's guess. 

Flanker 2.0's main hook is. 
naturally, that we're sitting in the 
planes that are usually found on the 
enemy lists in other sims. The initial 
reaction is that it all looks a bit ugly, 
but as the designers explain, the 




The naval variant of Hw Ranker, Hie SU33, virtll also be supportad. 



COMING SOON: THE NEXT GENERATION 
IN REAL-TIME STRATEGY 
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www.eidosinterdCtivexo.uk 
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MORTYR: KILLING TIME 
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MORTYIt: KlliING TIME 




It's time to rewrite liistory, with Paul MaHinson 



Despite the tenuous plot, and rhe 
fact that Mortyr: Killing Time 
essenrialiy trivialises a harrowing 
period of modem history, the game 
itself looks like being lots of fun. 
Essentially Mortyr owes a hell of a lot 
to Quake (PCZ #43, 96%) and chums, 
being a first-person shooter, although 
we've yet to ascertain whether it's 
going to be straightforward blasting 
and not much else, or something 
more substantial like Half Life {PCZ 
#71 95%). 

Twenty single-player levels are 
currently on the cards, ranging from 
missions that take place on moving 
trains (which we've seen and fully 
approve of), to exploratory sorties 
that span huge, sprawling castles 
adorned with sinister pseudo-Nazi 
imagery. Clearly this is one game that 
is unlikely to see the light of day in 
Germany (unless they change red 
blood to green and turn all the 
soldiers into fluffy bunny rabbits, that 
is). There'll be at least 12 realistic 
weapons based on WWII 
counterparts, and a smattering of 
futuristic devices such as jet packs 
and night vision goggles too. And, of 
course, there'll be a rocket launcher 



THEDHAILS 



DEVELOPER Mirage Media 
PUBUSHER Interactive Magic 
WEBSITE www.mor1yi.com 
OUTlr^dayigMarcti 



WHAT'S THE BIG DEAL? 



©Authentic WWII setting 

O Swanky 3D grapliics using In-house engine 

O Team-tMsed co-operative beathmatcti, with 'bots' 

or tiunian players 
O Twenty levels ol goose-stepping (un 

World War II ended back 
in 1945 with a decisive 
German victory... No, of 
course it didn't. But 
Polish developers Mirage 
Media would like us lo think it did, if 
their new historically inspired 3D 
action game is anything to go by. 



^Clearly this is one game that is unlilcely to see the 
light of day In Germany^ 



You see, the Allies failed in their 
attempts to thwart the plans of Adolf 
Hitler and his modey band of anti- 
Semitic cohorts, and now the whole 
world is suffering at the hands of their 
megalomaniacal plotting. 

In this instance the date is 2060. 
You are a futuristic soldier called 
Jurgen Mortyr, a man disillusioned by 
the current Nazi regime, and 
investigating the disturbing decay of 
Earth's environmental stability. 
Jurgen's investigations uncover the 
presence of a prototype time 
machine, capable of sending Nazi 
agents forwards and backwards in 
time. He also concludes that this 
insidious dabbling with the laws of 
time is the prime cause of the 
devastating weather conditions, and 
vows to do something about it. 

This something, however, involves 
sending his son, Sebastian Mortyr, 
back to World War II to rewrite 
history and "kick some Nazi butt" (as 
the supplied game overview so 
eloquently puts it), while Jurgen stays 
at home by a roaring log fire with 
nothing but his pipe and slippers and 
a bottle of schnapps for company. 



tucked in there as well. 

Graphically, Mirage Media are 
hoping to pull out all the stops with a 
vast array of effects such as: stained 
glass windows that affect the hue of 
the lighting and disintegrate 
realistically when shot; mist, fog and 
heavy rain; reflective surfaces; 
progressive texturing. Although the 
game will run in software on the 
minimum spec (P200 with 32Mb 
RAM), a 3D accelerator card is 
obviously required in order to see 
these in full effect. Oh, and there'll 
also be 3D sound courtesy of Intel's 
RSX Sound (whatever that is). 

Currently pre-Bcta, Moriyr: 
KiUing Time is slated for a 
mid-March release. As 
things are added, and 
a more rounded 
picture of the 
game's strengths 
and weaknesses is 
formed, we'll let 
you know if it's 
worth buying or 
not. Watch out for 
our definitive 
review. CS 
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GUARDIAN OF DARKNESS 

Magic, ghosts, and a man with a bald head. Sounds like this game will appeal to the mysterious Charlie Brooker 



THEOnULS 



DEVELOPER Cryo Inletaclive 
PUBLISHER CrvD Inleractive 
WEBSfTE www.cryo-interactivB.corn 
OUT Marcli 



WHArS THE BIG DEAL? 



O Stars Billy Cor gan out of Smasfiing Pumpkira (Wof 

leally - Ed} 
O A spooity cross tffitween 7mb Raiderand f^one In 

TlieDafif 
O Varied locations, complex missions 
O DitJ we mention Billy Corgan? 

Well chew my hoop. Check 
this out: a game scairing 
Billy Corgan out of rock 
band Smashing 
Pumpkins. Better still, 
it's a game in which Billy Corgan out 
of Smashing Pumpkins has to go and 
explore a bunch of haunted houses; 
he has to thwart hordes of ghosts and 
demons and spooks and spirits using 
a range of magic spells. Great! 

Here's the plot: Billy Corgan has 
left Smashing Pumpkins following a 
row over a plectrum. Upset and 
sorely disillusioned, he decides to 




As his fame spreads, he is invited 
to join The Gale, a sinister sect 
whose members act as guardians 
of the shadowy margin between life 
and death. The Gate send him on 
a series of missions, and it is these 
missions which comprise the game. 

You can see what sort of game this 



M|n Other words jt isn't just TomtRaiderjVs Tomb 
RaidermeBXs Alone In TheOarkmeets ScoobyDoo. 
In full-on accelerated 3D-0-Vision^ 



shun showbiz entirely by quitting 
whining in time to music, and 
training to be an exorcist monk 
instead. He joins a monk 
correspondence school chat 
advenises in the back of Thirsty 
Fireman Monthly and, following years 
of intense training, discovers how to 
harness mental energy and command 
the hidden power of prayer. He's a 
magic monk! Hey presto! 

His powers are impressive. He can 
levitate. He can shoot balls of energy 
from his fingertips. He can cook rice 
just so. Abracadabra! 



is. If we stuck just one screenshot 
to the underside of a Formula One 
racing car and made you lie beneath 
the road peering upward through a 
manhole cover while the vehicle 
zoomed overhead at 200mph, the 
nano-glimpse you'd get would be 
enough to tell you that it's a bit like 
Tomb Raider. 

And you'd be right. What you 
wouldn't see. however, is the 
positionable camera or the RPG 
elements - the in -game 
conversations, the inventory, or the 
sprawling map - all of which lift 



Guardian Of Darkness out of the 
dustbin of apathy and into the tray 
marked 'Ooh, That Looks Like It 
Might Be Quite Good'. Billy Corgan 
isjust abonus. 

We mentioned the missions. What 
we didn't say is how varied they are. 
There are ten in all, veering from 
traditional gothic nonsense in old- 
fashioned spooky mansions, to kooky 
Ghostbiisters hilarity in haunted 
burger bars and the like. Emerging 
victorious is a matter of jiggling 
about with objects and puzzles while 
simultaneously knocking the shit out 
of spooks with your high-falutin' 
magic spells. In other words, it isn't 
just Tomb Raider - it's Tomb Raider 
meets Alone In The Dark meets 
Scooby Doo. In full-on accelerated 
3D-0-Vision. And starring Billy 
Corgan out of Smashing Pumpkins. 

Oh, alright, it isn't Billy Corgan at 
all. It's a bloke called Ekna. We'll be 
reviewing the game in full just as 
soon as French developers Cryo have 
done typing it all in. Till then you'll 
have to content yourselves with just 
looking at the pictures. 53 
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RED SQUARE 
IS MINUS 40X 



SUPPLIES AREN'1 

GEHING 

THROUGH 
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ALL IS HELL OA THE 







Four gruelling years of war in terrifying weather 
conditions. There are no rules, you are the frontline 
Commander. Take your troops from Moscow's Red 
Square to the fall of Berlin. 

Choose from rocket artillery, off-map artillery, flame 
throwers and 780 different vehicles. With over 300 
squad types and 60 different kinds of soldier. 
You have everything you need to succeed are you up 

to the challenge? 

The battlefields are true but the outcome is unwritten 
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I Experience 

Close Combat III: The Russian Front 

for yourself 



Visitwww.microsoft.com/uk/gameszone/ 



fj 



Fait forward vouf PC. 






THE RUSSIAK FRONT 



Microsoft 



AvBllsDIe liom Ihese leading National RelallerS: 

ElBCIronlc Boutlqus, Gsme. KMV, John Lswis ParlnarsNIp, PCWorld, 

Staples, Tempo and Virgin, 



where do you want to eo today?. 

MIciDsott and wneie do rou want to go loda/7 are 

leglslflisd ttademaihs ol Micrusoll Corporation 

In the US ard/or other countries. 
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I was hooked 
straightaway. It was 
just what I wanted - 
instant role-playing 
with thousands of 
other people i 

ADRIAN SELBT 
WrVIU ONUNf 'S NUMBER ONE FAM 



*\ ^S.: 
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Adrian brings his online alter-eso to 

■He... well sort of. 



Where would you like to move to in the world? USA? Australia? The Bahamas? Sod 

that lot - Adrian Selby emigrated to Britannia over a 

s ^lUiU^UliU^^^H year ago and ain't in a hurry to come back 




O WORDS Adam Phillips 

UDsarecrud. It's 
li ■ ^II^^B H fl ^ ^^" known fact 

' *^^^* ^ ^ - out in the game 

playing world 
'''''^\ -<^^^^^.^>^^ though, there are 

some punters who 

are so die-hard for 

dj;^/.r' jij^^^^jSj^^^^^^^^^B the genre that they'd rather indulge in 

the suffocating, dry and archaic 
worlds that make up 99.9 per cent of 
Multi User Dungeons than play hide 
the sausage with Gillian Anderson. 
They get a kick from reading turgid 

li^X^^B^'^^^^^^^H '-^^^ descriptions, using parsers that a 
two-year-old child's vocabulary could 
#10 BT*S FAVOURITE put to shame, and spending hours 

CUSTOMER whittering on about how good the old 

"iu«ia;n";;TQ"n;Th7T;ift;; ^^y^ ^^^^ ^^en nohhxt on the 

Spectrum was king. Certainly a classic 

AKAAdnan Selby jj^ j^5 time, but such nostalgic pinings 

AGE 28 for past glories have nearly killed the 

"xxiiXmll^M^l adventure and, some would argue, 

the role-playing genre stone dead. 

OCCUPAIIOH leaches a Youth Training Scheme as ^^^^^ ^^^ ^^^^^ ^f Crim Fandango 

Tlfy^T^^''l'^'l-}Tl iPCZ #71, 90%) and StavM? Titanic 

OBSESSION Indulging in ifieclassic mulfiplayer (^pcz #63, 91%) have dragged the 

role-playing «P'^|J'f'_'s «/ma Mw^^ corpse-like adventure genre out of its 

CONOmON BEGAN January 1998 coffin. Ultima Online has played an 

VS^RY OF C0ND™N tokld'Ite h^v;^"" ^f ^^''^ ""P^"^"! ""^'f '" ^""^'"^ 

lirslgo,Adr,annowspencls20hoursaweekand adventure and role-playing back to 

El 20 a month embroiled in Origin's (anlasy world the masses. Indeed, PC ZONE can 

[jggj- ji^g letters of outrage pouring in 

OtmOOK With [//&f7JaO/i///ie's ever expanding 1 j n • ■ ■< !„.,„■«-„ 

,, „,.. already -you see, Origms classic IS 

universe and a new server (Europa) for us Bnls to , , • ,, , , ,,,,r, ■ u 

getawaytromthoseannovingyanks,teesno (technically at leasO a MUD m the 

reason for Adrian lo paok his bags and come back eyes of purists. Despite some fairly 

horrific 'teething problems', its mix of 



gaming and graphical finesse have 
managed to move the whole genre 
forward - unlike its text-based 
counterparts - capturing the 
imagination of players who don't 
want to spend hours reading exotic 
location descriptions that have clearly 
been written by someone who has 
never ventured outside their 
bedroom. 

One such convert to the Ultima 
Online cause is Adrian Selby, who's 
been so enraptured by the game 
that, if we weren't so scared of v 




Ahti, a wedding in Ultima Online. Unfortunately the bride was massacred moments later. 
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ULTIMA ONLINE 
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sehr gut 



graphics board, the ELSA VICTORT'' II. Learn the true meaninq of virtual reality 

The new RIVA TNT graphics processor and an ample 16MB synchronous RAM bring you 
The fastest frame rates: 

Two independent rendering pipelines for absolutely fluent games and fantastic effects 

~ highest quality: JHifti HBIHHHI " 

e rendering ^^infc calculates up ^^^H|200 pIxefslrnn^^^H 
, The newest and monpemprehensi^^^Hpres: rfW K- 

Bump mapping, True (5'otor, multi-pasnenoermg or procedural textures! 




les Tor ausuiuitiiy imeiii yaine:) diiu mi 

p ^^H|200 pixef^^^H^^B 
ii^^^Bpres: rfW 

as^enoermg or procedural textures! 

^rvice-Hotline 01844 261872 
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Zitt Oavis 3D WinBench 9B/Sautce' Mercury Rssearch' 
Testefl on P-ll, 4[I0-MH(-Svslem 



ELSA UK ■ Bridge House, Thame Station Industrial Park, Thame, Oxfordshire ■ Service-Hotline 01844 261872 • Service-Faxline 01844 2 




ULTIMA ONLINE OBSESSED 




ULTIMA qNUNE... ONLINE 

Save yourself time and money by doing a bit of research before 
ploughing head and wallet first into Britannia 








The ptace to come, it you're stuck, or just 
dumb. A useful site Indeed. 



DEVBOARD 

lTttp://cob.crossraadsrpg.com/ 
nibin(iex.litm 

Sometimes you need a specific answer 
- simply post your query to one of the 
many messageboards here and you'll 
invariably have a set of answers within 
a couple of days. And don't worry if you 
think you're asking them a dumb 
question - they're a forgiving bunch. 




STRATICS 

http://iioss.stratjcs.coni/ 
in(tex.html 

In a word, stunning. Articles, essays, 
guides, maps and more form an 
invaluable database to getting ahead in 
Ultima Online. Want to know how to 
become a serial killer or a mere gourmet 
chef? Stratlcs has ail the answers. 



BUG ALERT 

iittp://menibers.home.net:80/ 
drtwister/ 

An essenbat stop-over for checking out 
what bugs are plaguing the Ultima 
OnlineworM. There's also a series of 
patches that can be downloaded and a 
handy tips section - be sure to cast an 
eye over the info on cow tipping. 



^S being sued, we'd wonder if he's 
displaying classic symptoms of 
obsessive compulsive disorder - the 
boy's mad about the game. An ardent 
role-player for the last 12 years, 
Adrian's life changed forever at the 
beginning of "98 when he shelled out 
for the seemingly innocuous game. 

JUST ONE LOOK... 

Logging on for the first time was all it 
took: "1 was stunned - I really 
couldn't believe it," enthuses Adrian. 
"I was hooked straightaway, 
absolutely. The whole premise 
promised just what I wanted - instant 
role-playing with thousands of other 
people that couldn't be matched by 
conventional desktop RPGs." 

So fond of his life online, Adrian 
even remembers where he touched 
down for the first time: "Near the 
tailors in the east side of the city of 
Britain", for those who want to know. 
And for those of you who are 
unfamiliar with Ultima Online, the 
game enables you to travel the vast 
world of Britannia in isometric 3D, 
meeting with people, tackling quests 
and choosing professions. And 

^You can slay dragons, 
tailor clothes, shepherd 
animals, learn poisoning, 
baking - it's up to you^ 

■SWISS TONY THE TAILOR' 

Adrian's most successful online career 
to date? A baby-eating warlord? An 
assassin poisoning the rich and 
infamous? Well, no, a tailor called 
Tony actually. Like some of the 
bizarre people who inhabit the Ultima 
Online world, our Adrian is the kind 
of person boasting a successful 9 to 5 
job who when wanting to escape into 
a fantasy world... er... gets a 
successful 9 to 5 job. And his own 
shop. So he can measure the inside 
legs of muscle-bound warriors. 

His character's story reads like a 
cliched Hollywood movie - a scrawny 
young man arrives in a strange land 
and is beaten up by the other players. 
He heads off to the mountains and 
starts cutting trees to build up his 
strength. Like the Charlie Atlas 
muscle ads, he returns a new 
man, makes new friends and wins ^/ 




NEWBIE GUIDE 
TOUO 

Starting off in Britannia is a 
daunting prospect for even 
the most hardened player. 
You've got a pitiful amount 
of money, and garbage 
skills, other players are 
swanning round in fancy 
armour, while all you've got 
is a Toys R Us-style sword. 
PC ZOffE pleaded with 
Adrian for some advice... 

O Exploration is vital - set up your 
character and get out there. Tallt to 
people and get a feel for the wortd. 
Once you've got an idea of what you 
want to do as a profession, check 
out the Stratics website to glean 
expert advice for folic starting out 
tf you need specific questions 
answering, post to Devboard where 
punters are more than happy to 
offer advice and opinions. Check 
out the Ultima Online... Online 
panel (left) for site addresses. If 
you're really stuck, drop Adrian a 
line on aselby@iname:coni. 

O Don't go Into the dungeons until 
you're well hard - you'll be killed 
instantly. Check Stratics' articles on 
magery and warrior professions to 
see what kind of skills you'll need. 

O Develop magic resistance and 
hiding (always good in a tight spot). 
Adrian also recommends that your 
character should have at least 50 
points (out of a possible 1 00) for 
magery so that you can teieport out 
of a dungeon or heal yourself. Make 
sure that your character also has 
50 points for resist - developing 
magical skills once you've started 
is costiy and difflculL Most other 
skills are relatively easy to develop 
in comparison. 

O Save up some money so if you're 
killed, you can head for Uie nearest 
town, get yourself kitted out again 
and head straight bacA out. 

O Vbu can have five characters per 
shard (server). Remember that you 
can't have one character with all 
skills. Use each character to 
support the other, ie have a tailor 
earning the cash who can then 
hand it over to your warrior if ttiat 
trip to the dungeon didn't pay off. 

O Be good. You might like the idea 
of being a Hannibal t.ector-type in 
Britannia, but you'll be arrested as 
soon as you enter a town or citv- 
Not much fun eh? 
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the respect of his 
gaming peers. Oh, and buys a castle. 
It's only taken Adrian ten months and 
20 hours a week to get to this point. 

So just what is the appeal of 
spending so much time and money on 
such an endeavour? It's just a game... 
right? "Each session is different," 
waxes Adrian. "You create goals each 
time you log on, or continue to pursue 
long-term ones of your own choosing. 
If you want to beg and spend all your 
money on ale or simply hassle people, 
you tan; if you want to fish and cook 
and sell the fish steaks, you can. You 
can slay dragons, tailor clothes, 
shepherd and tame animals, leam 
poisoning, baking - it's up to you." 

At this point, we checked the 
Ultima Online employee list just to 
make sure we weren't falling victim to 
a cunning sales rep from Origin, but 



Adrian is the real 
deal. To be frank, 

the game doesn't 
need marketing 
anyway - he's 
incessantly 
rabbiting on 
about it to his 
mates as well: 
"They've been 
inking their heads in 
disbelief for a long time 
at my phone bill," says 
Adrian. "One mate, James, 
took the plunge and bought it a 
few months back. Now. sadly, we sit 
down the pub and discuss guild 
matters while egging on my other 

^Ask Adrian about his 
best moments online 
and it's like listening 
to a doddery old veteran 
recalling the heady 
camaraderie of WW2^ 

muckers to get the game." And how 
do they respond to such pleas? The 
answer's short and sweet: "They call 
us the Stepford Wives." 

Isn't there anything he hates about 
the game though? The £120 a month 
spent on phone charges? Time that 
could be better spent, let's say, 
socialising in the real world? While 



the phone bill will always be a thorn 
in his side, Adrian also wants to see 
improved graphics and an easier 
start-up process for newbies (see the 
Newbie Guide To UO panel, page 61). 

A HOPELESS CASE 

Despite these gripes though, PC ZONE 
has never witnessed someone so 
utterly in love and happy with their 
lot in life - ask him about his fondest 
moments online and it's like listening 
to a doddery old veteran recalling the 
camaraderie of WW2: "I remember 
the guild's tailors all singing national 
anthems and telling Monty Python . 
stories in Magincia's tailor shop," 
reminisces Adrian. " Dying on a lonely 
island in Shame at the hands of 
earth elementals and 
calling out to my guild 
mates. They dropped 
what they were doing, 
teleported in, 
resurrected me, got my 
stuff back and got me to 
safety without so 
much as a word." 
Enough 



already! PC ZONE quietly leaves, 
the misty eyes of Adrian's nostalgia 
proving rather too much. Maybe the 
Daily Mail's hysterical headlines 
about gaming addiction were right 
after all... (You're 
fired - Ed) [S 




SAD TYPES 



While Adrian may lead a respectable life In Britannia, there are others who are more than happy to let it all hang out In public by 
creating 'toon' panels of their 'adventures' for fellow travellers to read. PC ZONE presents two such 'characters' 

JIGOIBY-THE FOUL 
MOUTHED DRUNKEN BARD 

wvrw.jj^by.coni/ 

Full-on stories, limeilcks and toons boasting 
some of the filthiest language ttiis side of an 
Ice-T CD. Detailing the boozy, leery and 
depraved ways of Jiggiby, punters can follow 
his sordid ass as he gets drunk, falls over a 
lot, curses like an East End used car 
salesman, and tries to get laid wtienever 
possible. We're pretty sure that his approach 
hasn't been featured in any of Origin's game 
publicity... Be warned though, this guy's even 
more offensive than Chartie Brooker. 

IMANEWBie 

littp://imanewbie.crassraadsrpg.com/ 

Ah, bless. A far more mild-mannered affair 
detailing the hopeless efforts of Imanewbie 
who looks like the result of a sweaty night 
of passion between a Renta-Ghost character 
and a Monster Raving Loony candidata Again 
boasting tons of toons, Imanewbie takes a 
light-hearted If Uber-geeky look at his 
distinctly unherolc struggles In Britannia. 
To be honest, we'd rather go on the piss with 
JIgglby though - Just so we could use him as 
a punch bag at the end of the evening... 




The misadventures of Imanewbie. Hilarious. 
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Cereal Killers 

Blow away your opponents on PC 




"The greatest multi-player game" 

PlayStation Plus Magazine 

fflfc ^ flfe ^ 



New 
for PC 



Up to 8 player network option 
1-4 player option on 1 PC 



Hi-res graphics card support including: 

-3Dfx Voodoo, Power VR and S3 based cards. 

MAXIMUM MULTI-PLAYER RACING 
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"ReDCVAkD IS ABOvrro tAKe we industry and hip it upsme down, r€D€finino we rem meRAmve, 



The Adrenaline Vault 



Tl\c Clldcr Scrolls Rdvcnturcs 




S-HAMP^B YOUlk SWOm..o AMD YOVk WM 

Discover SWASHBVCKllNO ADVeNWHe UK€ N€V€R. B€FOR.€. YOV AR.€ CYRUS, 
A ReOGUARD H€RC€NARYWHO HAS R€rVRN€D TO HIS HOM€lAND TO FIND It 

IN p€mi, Th€ avesr i€ads from rne Iron Gov€rnor, to a Resness band 

OF PlRAteS, AND €V€N INTO ANOTH€R DIM£NS10N. YOUtl S01V€ THeiR PVZZl€S, 
WITH BOTH YOUR WITS AND YOUR SWORD, AND IIV€ AN €PIC STORY ACTION, 
ADV€NTUR€ AND STORYT€llINQ AR€ All COMBINED IN TH€ 0€NR€ BR€AK!NG 

GAM€ THAT IS R.€DOUARD, ^' "'" 
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"Rt'DOl'ARD i.YffAi.S riAYt'RS A MASSlVt' ANV niVt'RSe JD WORID 70 exriORt'. " 



C/NET's Gomecenter 



"A PAZZllNO PlSriAY OF eXHtlARAVW AiJlON. fXaUlSlTflY WRArPt'C WIlHtN 



BnHc5^D/\ S\\^m^<^ 
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This month the good citizens 
of Coventry share their 
gaming highiights and 
computing disasters 




ALEXPYE 

18. disaster management 

student 

Whaf s on your hard drive? 

"Nothing - I've just fitted a brand 

new one. I'll be re-installing all my 

flight Sims now." 

Have you had any disasters 

with your PC? 

"Yeah, I recently killed my mate 

Chris's PC by statically charging a 

balloon while inebriated - but he 

doesn't know it was my fault." 

He does now. Let's hope Chris 

Harding Isn't studying law... 



MATTHEW 
COLLINS 

17, uniform studies stadent 
What's on ypur hard drive? 

"SimCity 2000 and the Command 
& Conquer series." 
Lots of strategy there, have you 
ever lost control? 

"Yeah, 1 kept getting stomped by 
Godzilla in SimCity2000. so I 
turned off all the disaster options 
- then I got sacked for eco- 
terrorism because I'd chopped all 
the trees down to build some 
tower blocks." 



SIIMON GODDEN 

24. assistant games shop 

manager 

What's on your hard drive? 

" Half-Life mfiSiN." 

Would you recommend them? 

"Half-Life is stunning, and the 

marines are as hard as nails. I 

finished S/7Vin a day; I'd have 

been quicker but the bugs slowed 

me down." 

What's the most stupid 

question you've been asked by 

a customer? 

"'Do you sell games?' Bear in 

mind they've walked past 4000 

titles to ask that question." 



SHARON BISSELL 

37, housewife ■ 
Wliat's on your hard drhre? 

"I don't really know, it's my 
husband's PC. I'm here buying 
him a birthday present (Pinball 
Express, the lucl<y cfiap! - Ed)." 
What's the machine used for? 
"It was bought for my daughters, 
for 'educational purposes'," 
Excellent., what have they 
been doing with It? 
"Playing Return Of Arcade, the 
77(a/)/c games, Virtual Pool and 
Aetna Soccer" 
Thank god for secondary 
education. 



LEENEILSON 

26, customer services 

assistant 

What's on your hard drive? 

"I'm still hooked on ttie original 

Carmageddon." 

Do you 'Drive Miss Daisy' or go 

'Mad Max'? 

"Mad Max - 1 enjoy the mayhem. I 

love having a few pints and then 

painting the streets red - it's 

drink-driving and vehicular 

homicide without real-lite 

consequences." 

It makes you wonder which 

pub he bought his drtving 

licence trom... 




CLINTON DAKIN 

21.uneni|rioyed 
What's on your hard drive? 

"Quake II, Halt-Life, Carmageddon 

and Anno 1602." 

So killing folk makes you feel 

good? 

"Yeah, it relieves the stress 

imposed by owning a PC that 

crashes twice a day. Thankfully. 

I've got a PlayStation and a Saturn 

too." 

A Saturn, surely some mistake? 

"No - placed correctly it stops ttie 

draft in my bedroom." 



ROBERT DAVIES 

18. computer science 

student 

What's on your hard drive? 

"I've just finished Half-Life and 

Tomb Raider II." 

Are you going to buy anything? 

"Yeah, I'm after Moital Komb8t4. 
Tomt) Raider III or SiN." 
What state's your PC In? 
"My mate Phil Lane put a network 
card in and buggered my hard 
drive. Could you tell your readers 
that he spends most of his time 
on 'Nude Raider' Internet sites?" 
No, soTTi - that would be 
Inflammatory. 



JEFF CLARKE 

25. sales assistant 
What's on your hard drive? 

"Strategy games." 

Ah, you're a control freak? 

"No, I've got a retarded PC - 
they're the only games that will 
run on it. I play Tefni (slowly) and 
WarCraft2(ever\ more slowly). 
Can I make a public service 
announcement?" 
OK, shoot 

"Don't put PlayStation discs in 
your PC. I did it recently and had 
to use the old 'Uirow the CD drive 
against the wall' method to sort 
things out." 



EDWARD MORAN 

1 8. software engineerii^ 
student 

What's on your hard drive? 

"Hundreds of clusters and 
thousands of 'data streams' in 
'Fat 32' file formation - that's a 
programming joke. Actually I'm a 
bit of a Championsfiip Manager 
freak, so I'm gagging for the next 
Instalment." 
Had any PC disasters? 
"Yeah, my young cousin recenMy 
shagged my hard drive. I'd backed 
up my data only hours earlier - 
it's an occupational hazard, and a 
lesson tor us all." 



LARA CROFT 

Age not disclosed (you 
don't ask a lady), tiber 
gaming babe 
Lara, what brings you here? 

"I'm keeping 'abreast' of all the 
latest games and supervising 
sales of my latest outing, Tomt) 
Raider III" 

How's the game selting? 
"Since I got my big weapons out, 
the sales have been remarkable," 
I do like a giri with a sense of 
humour... 
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INTRO 



numvHBi 




Don't spend a single penny until you've checlted out the ZOM[ reviews first 



Having trouble finding any 
of the games listed in tlie 
reviews section of the 
magazine? Here are the 
numbers you need to call 



AcBvlSlonOia'Jb 456 7000 
Bkie Byte nu>04 232200 
BMG Interactive 01 71 973 U01 1 
CorBDB8l«n01332 29779? 
Cryo(l19?l):ii;)Ki9 
Crystal Oynamlcs/Ubl Soft 
Oltfi 944'JU0(I 

EMos lnteractiva 0181 6363000 
Electronic Arts 01 753 M9442 
Empire Interactive 0181 343 7337 
Funsoflill322 292613 
Gremlin Interactive 01 14 273 8601 
GT Interacthra U1 71 258 3791 
Infogrames I iUjI 8?7 8000 
Interactive Magic 01 344 409399 
LJveMedla(ilHtjb24//14 
MkroProsa 111 4'>4 893^93 
MIcrosofl 034b 002000 
Mlndscape0l444 246333 
HowaLOfllcOUl 4051777 
Ocean 01 61 832 GG33 
Steira 01189209100 
SoMOutOI/l 7218767 

l^ke 2 Interactive 01 753 854444 
Telstar 01932 22232 
VlfglnU1713G82255 
ZABUC 01 626 332233 



THE HALL OF 
SHAME 

O These are ttw games 
that we still haven't been 
sent for review. This 
means they're either 
completely crap and the 
publishers are scared we'll 
pan them, or their PR 
machine Isn't quite up to 
full speed. This month's 
offenders (some of them 
have been in our Hall of 
Shame tor some time, eh 
Maxis?) ara.. 

LULA VIRTUAL BAK Take 2 
STREETS OF SIMCHY Maxis/EA 
BUST-A-MOVE 2 Acclaim 
UBIK Cryo 
REAN Black Friar 



REVIEWS YOU CAN TRUST 

We at ZONEpntie ourselves on telling you exactly what we think. 

Our writers are the most experienced and talented reviewers in the 

business. They're all experts in their chosen 

genre and they won't pull any punches - if 

a game's not worth buying, we'll tell you 

why. But we don't leave it there. We 

also want to know what you think of 

the games that come out, which is 

why we've got our Feedback section 

on page 100. This is where you get the 

opportunity to get your point of view into 

PC ZONE. If you've got a comment to make, 

then we want to hear it. 

DON'T BELIEVE THE JARGON 

The standard spec machine these days is a P166 with 32IVtb of memory 
- but before buying any game you need to make sure it will work on 
your system. Because the technical specs on pacltaging can sometimes 
be a little optimistic to say the least, make sure you check out the 
'We say' bit in our tech specs box at the start of reviews. This is where 
we report on what we think the minimum tech specs should be. If a 
game runs like a tortoise on the machine listed by the publishers, then 
we'll tell you. All the games reviewed are tested on the minimum-spec 
PC as quoted on the packaging. 
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HereatZOfffwe 
score every game 
out of 100. H a game receives a score of 
90 or above, H is awarded the PC ZONE 
Classic award. These games are original, innovative, compelling 
and are worth buying even if you're not a fan of the genre. 
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F a game scores 
80-89% It's awarded 
a rozOtff Recommended award. Games 
that fall into this category are excellent 
examples of their type, and if you're a fan of the genre they're 
well worth buying. 

^|ft ^Qn/| Games that score In this region dont win 
'II # «f /O any awards, but they're above average and 
well worth a look. If you're not a fan of the genre ttiough, they will 
probably offer limited long-term appeal. 

Atfft f^Ctft/ These games are below average and 

you should really only consider parting 
with your cash if you're a big fan of the series or genre or you 
see n at a reduced price. 

■u^Vf^KMB t% 4 Oft/ Caines that score under 

l^^4lHb Vi*l«l /O 20% should be avoided. 
They offer little in the way of long-term 
appeal, can be frustrating, and definitely 

aren't much fun. If a game Is seriously bugged then it will also 

fall Into this category. You have be«i warned. 
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LANDS OF LORE 111 




WORMS ARMAGEDDON 




This month's reviews In order 
NEW GAMES 

Alprta Centauri 7Z 

Bur>gliole In Ore 92 

Close Cambal llliTlie Russian Front . . SB 

Wta Force 84 

Ellmmatof 93 

iDcoming. Subveoion 92 

Lands 01 Lore III , 68 

Mylhll'Soulblighler 80 

NFK 9A 

Phd Pilot 90 

Quake II: Extremeties 95 

Rainlnw Six: Eagle Walcti SA 

Rival Realms 92 

Sauage Arena 94 

SimCityaOOO. . 76 

Ttie Golf Pro 2 ,87 

Westam Front 93 

Worms Armageddon 82 

BUDGET REVIEWS 

JeiJi Knight 8 Mysteries Of The SItn . 90 

Monkey Island Aihenture Pack 97 

Outlaws 97 

Slar Wais Supremacy 97 

Slar Wars' Shadows Of Tlie Empire ,,...,9? 



SUPERTEST 

FIRST-PERSON SHOOT EM UPS . 

Blootl II The Chosen 

Halt-Lite 

Jedl Knlght/fglysteries Of The SItfi 

Klingoo- Horojt Guard 

Ouake II 

Stmgo. Mobile Armour Division 

SIN 

Unreal 



HARDWARE 
FEATURE 

Sound Card Shoot-out . 



.110 



FEEDBACK 

Blood II 107 

FIW99 107 

Half-Ufe 106 

Need For Speed m 107 

PopulojE The Beginning ,107 

RainixiwSIx 106 

Settlerslll 106 

Trespasser 107 

War Of The Worlds 107 

Warrjasm , ,. 107 

X COM Apocalypse 106 
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ET^iirnT??!! LANDS OF LORE III 




O £34.99 • Westwood Studios • Out March 



Breaking new ground in the role-playing 
genre - and not a goblin in sight! As Paul 
MalHnson Is about to explain... 



TECH SPECS 



MfHIMUM SYSTEM Processor P1 66 Memory 32Mb RAM SUPPORTS Most 3D 
atx;eleratof cards and sound cards WE SAY Surprisingly airight in software, but play it 
with a 3D card and at least 64Mt) RAM for the smoothest ride 



Role-playing games, 
according to some 
people here In the PC 
ZOJVe office {nameiy 
Steve Hili and Charlie 
Brooker), have something of a 
social stigma attached to them. 
Usually they are thought of as the 
domain of sweaty, over-nourished 
bearded types 
who sit alone 




O A hideously nMngM 
body? What the flippin' 
heck's been going on 
here, then?! 




LANDS OF LORE: GUARDIANS OF 
DESTINY (Westwood, E14.99) The 

prequel to LOL ///Is still a great 
adventure game, but It too is let 
down by a lacklustre graphics 
engine. PCZm6,92% 

HNAL HUITASY VH (Etdos, £34.99) 

Absolutely huge Japanese-style 
role-playing game. Go fur this if you 
prefer something less 'AD&D'- 
Driented. PCittK, 93% 

REUMS OF THE HAUNTING 
(Gremlin, £29.99) British-made 
horror adventure with strong shoot 
"em up overtones. Definitely worth a 
look if you prefer gameplay over 
graphics. PC2 Ml, 93% 



in a darkened room 
wearing naught but a T-shirt and 
a pair of four-day-old underpants 
for bodily company. Well, let me 
tell you that this is notfhe case, 
as Westwood Studios have proved 
in the past and are about to prove 



again with this, the third 
instalment in the ever-expanding 
Lands Of Lore SBT\es. 

Yes, Lands 01 Lore lllisarole- 
playing game, but it's above and 
beyond what many associate with 
the dice-rolling and goblin- 
slaying of many traditional RPGs. 
In essence this game is a 
combination of adventure, RPG 
and action game, held together 
with a sb-ong nan-ative, luscious 
visuals and a damn near 
watertight interface - diverse 
enough to appeal to almost 
anyone, least of all your average 
stereotyped role-playing crusty. 

THE ONLY SURVIVOR 

Following on from where 
Guardians Of Destiny {PCZit56. 
92%) - the second Lands Of Lore 
adventure - left off, episode three 
sees you in the shoes of young 
heir to the throne Copper LrGre, 
out hunbng with his father, 
Richard (the King) and two elder 
brothers, TTie obligatory 
Westwood-style pre-rendered 
cut-scene picks up the story with 
an argument between the 
brothers. All is not well in this 
land of magic and monsters. And, 
It transpires, things are about to 
get much worse. 

As the party readies to hunt, a 
pack of skinless, razor-toothed 
beasts appear from nowhere, 




killing the King and his two sons 
in the blink of an eye. Copper is 
the only survivor, having been 
savaged by the beasts, dropped 
down a hole and left for dead. 

When Copper eventually 
comes to, and you regain control, 
your first major task is to return to 
the safety of the city of Gladstone 
and piece together some 
semblance of reasoning behind 
these brutal slayings. 

EASY LIKE SUNDAY 
MORNING 

When the game begins proper, 
Copper is left dazed in a leafy 
glade and must gather his 
rucksack and find himself a 
weapon before regaining his 
bearings. The setting, as you 
would expect from a game these 
days, is depicted in full first- 
person 3D - a miJrture of texture- 
mapped polygons and voxel 
sprites - and is more than 
adequate for the purposes of this 
game. Moving around is simplicity 
itself, achieved by using the 
mouse and, if so wished, a 
combination of keys. A Quake- 
style mouse system is available 
for looking around: double left- 
click to jump; right-click to attack 
with whatever weapon is 
currently equipped (nothing at the 
start of the game). Action 
game veterans will of course @ 
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LANDS OF LORE III REVIEWS l>f:Z 



1^ 








LandsOfLorelU'xsB 
combination of adventure, 
RPG and action game, 
held together with a 
strong narrative and 
a watertight interface " 
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9 define a set-up that proves most 
comfortable, enabling them to 
strafe/jump/duck using the 
keyboard, and look arountJ/fight 
using the mouse. Whatever, there 
are enough options to cater for 
everyone, and within no time at all 
you're leaping around, picking up 
food and items and slaughtering 
wild boar (the most prominent 
nasty at the beginning of the 




The Shattered Desert level Is set 
on a planet dying from Tiberium 
poisoning. And that monster Is 
too close tor comtorl - ootf! 



game) with the greatest of ease. 
Other basic on-screen essentials 
indicate your health status, mana 
levels, direction of facing and 
amount of cash you're currently 
carrying (see The Front End panel 
below for the full low-down). 

JAM-PACKED 

Managing your possessions is of 
paramount importance. Lands Of 
Lore III is absolutely stuffed with 
magical items/weapons/tasty 
morsels, and your inventory Is of 
a finite size. Hitting the 'I' key (or 
whatever you've defined as the 
inventory key) shrinks the screen 
to a quarter of its full screen 
', brings up your general 
inventory, and shows 
current experience, 
hunger and weapons/ 
armour slots. Less 
experienced players 
will find the 'tool tips' 
teid and online help system 
extremely useful early in the 
game, and as you learn to make 
use of the fantastic automap/log 
book - or The Journal, as it's 
called in the game - it's no time 



at all before you've made your 
way out of the jungle and back to 
ttie safety of the city of Gladstone 

EVIL UNLEASHED 

Once there, the story of Copper 
and the predicament he is in is 
explained fully in another 
excellent pre-rendered cut- 
sequence. 

It turns out that an ancient 
being has unleashed its evil 
through portals leading to five 
different worlds. Not only that, but 
you discover that your soul was 
taken away from you by the 
demons who killed your father. 
Closing the portals and regaining 
your soul are the two main tasks 
of the ever expanding plot, 

Before you can begin your 
quest though, the first thing you 
are told to do is go out and join a 
guild. Unlike the previous Lands 
O/tore adventure, LOL ///contains 
more 'traditional' RPG elements, 
and learning a trade by joining a 
guild is just one of them. By 
talking to the many characters 
scattered throughout Gladstone 
you eventually discover four 



THE FRONT END 



You've got the items you need... Here's how to keep track of them 

RPGs are sometimes blighted by over-complex and umler thought-out Inverrtory/status screens. 
Lands Of Lore ///Is actually blessed with a system that Is complex enough to provide that all-essential 
depth, while remaining simple enough to use without much hindrance. 



KEY 

1 Play area 
2Might(Sfrength) 

3 Protection 

4 Range weapons skill 

5 Melee ^11 

6 Mana 



7 Spell beft 

8 Weapon/armour slots 

9 Magic item slots 
10 Hunger level 

11 Gold 

12 Journal 



t3 Compass 

14 Inventory/full screen 

15 Familiar controls 

16 Familiar health 

17 Inventory display 

18 Health 





Running around Hie Jungle can 
get quite boar-ing (guftaw!). 



LOOKS FAMILIAR 



Getting to grips with the interface 

At the beginning of the adventure you get the chance to select 
a sidekick - or 'familiar' - from a list of four. All have differtng 
abilities and are prepared to help you out if a fight ensues. You 
have to be careful though, because once selected whoever 
you've chosen stays with you for the duration of the ganK. 

LIG (fighter) 

The Iron Golem, available from the 
fighters guild, is a hard nut who really 
loves to swing a sword. Ug also sniffs 
out food for you if you're running low. 
A perfect partner If you'd rather 
concentrate on magic than on mangling. 

GRISCLDA (magic user) 
This mouthy little Homunculus casts 
spells at anyone who attacks you. 
She also has a knack of finding 
Pharmacopoeia items, knows quite 
a few h^pful recipes, and is good at 
identifying magical items. 



GOLDIE (cleric) 

Not the gold-toothed drum 'n> bass 
maestro from the Midlands, but a helpful 
maglc-user/heaier who's good at 
lighting up the darkness or protecting 
you from magical attacks. Doesnt cto 
well wttti direct physical attacks. 

SYRUSS (thief) 
This thief Is very good at frilfering from 
shops, and can spot hidden doorways 
at 20 paces. He Is also the most 
knowledgeable of all the familiars 
and often dishes out much useful 
information and advice. 




iftii» 
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guilds (see Get A Job panel below 
right), each offering a particular 
type ot 'class' alignment (fighter, 
magic user, healer or thief), plus 
services (training etc) and 
Familiars (see Looks Familiar 
panel on page 70) pertaining to 
that particular lifestyle. Once 
you've chosen what kind of 
person you're going to play, it's 
time to start building experience 
points by completing sub-quests 
and killing monsters. 

BEAUTY IS ONLY SKIN DEEP 

Once the game has opened up 
and you've discovered the first 
portal, you should be in control of 
a fairly handy persona with some 
weaponry and a mixed bag of 
rudimentary spells. It's here that 
you begin to realise just how 
'sucked in' you are becoming. 
Lands Of Lore ///is in many 
ways reminiscent of Gremlin's 
classic Realms Of The Haunting 
{PCZm7, 93%) - genuinely scary 
at times, and dripping with 
atmosphere the whole time you 
play. Another trait it shares with 
Realms Of The Haunting is that 
the graphics could be a hell of a 
mbeWer. Lands Of Lore Ill's 
texture-mapped polygons are 
cool enough. There's a far greater 
sense of scale this time around, 
and the coloured lighting adds a 
heck of a lot to it, but the lack of 
perspective correction ruins the 
effect when you look up and 
down. On top of this, the non- 
player characters - created using 
a voxel 3D system - are not as 
effective as one would have 
hoped. That said, if you can ignore 
these deficiencies and get on with 
the game, there's a lot to be said 
for the astounding atmosphere 
conjured up by the combination of 
visuals, music and sound effects. 

MOHE OPEN-ENDED 

What makes this game such an 
outstanding long-term prospect, 
though, is the scope of the 
adventure and the open- 
endedness of the role-playing. 
The storytelling is fairly linear, but 
the way you build up your 
character is completely up to you. 
There are shops this time around 
(not a feature of the last game), 
and the populated towns actually 
bustle with a fair degree of 



Those who played Lands Ot Lore {Throne Of Chao^ may recognise 
certain parts of this game, such as the entrance to the Draracle's cava 
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realism. In many ways this game 
is what Bethesda's grand-but- 
flawed Daggerfa//(PCZ#43, 65%) 
should have been. 

The attention to detail is 
astounding. Water ripples 
convincingly; birds peck at the 
ground and fly away when you 
near them; the dialogue is witty, 

^LandsOfLoreltt 
is dripping with 
atmosphere the 
entire time you 
are playing^ 

and never seems to cut out 
unexpectedly or play out of 
context; there are some 
wonderful 'particle' effects when 
spells are cast; and there's a 
built-in 'auto save' option which 
saves the game at intervals 
specified by you. 

There's little to annoy about 
this game (apart from the missed 
opportunity in the graphics 
department). The fact that your 
character can't swim is a bit of a 
pisser, as is the inability to select 
stacked items in your inventory 
(you have to take them one by 
one). Other than that, there's not 
much wrong with it. If you're 
looking for an easily accessible, 
long-term graphic adventure with 
role-playing elements and plenty 
of combat, then look no further 
than Lands Of Lore III -there 
simple isn't anything better on the 
PC at the moment. 03 



IHmipCT 

® UPPERS Massive game demanding 
lots of hours of play • Easy to get into 
• Roie-playing elements work well • 
Witty dialogue • Superti presentation 

O DOWNERS Graptiics are not wfiat 
you'd call state-of-ttie-art • Your 
character can't swim • Disc-swapping 
sometimes tiresome (four CDs) 




GET A JOB 



An overview of the guilds you can Join in the game 

A young man of your age needs a trade, somettiing to make you a 
useful citizen. It's your choice: join one, Join them all, join none. 
Each guild has quests for you to perform. Complete them and you 
are rewarded with gifts, money and access to guild secrets. Note: 
if you join just the one guild you get a ten per cent bonus on your 
experience levels for that particular class of character. 
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PC role-playing 
at its very 
best 




THE IRON RINO 

The fighter's guild ghres classes In both 
hand-to-hand combat and archery. TTw 
Iron Ring is also the primary source of 
weapons and aimour In Gladston& 

THETALAMARI 

Spell-casters of the world unite and take 
over... or join this magic-oriented guild. 
It has the fewest members, but is by far 
the most powerful. ^ 

ORDER OF THE FINCH 

Don't mistake this as a guild for 
weaklings - clerics know how to swing 
a sword as well as cast powerful spells. 
They can also restore dead familiars. 

THE BACCHANAL 

Be warned: the thief's guild is hardly a 
guild at all, and is diffKutt to find at first. 
Join it, though, and the rewards can be 
plentiful. 



BOXSHIFTER 

Remember: explore 
every nook and crannie 
- you never know what 
you will find or where It 
will lead you 




I Mmm... I wonder what's under 
i this big box. 





- 

1 


1 




] 


1 



s 



Let's try moving IL How about 
In here? 




Some steps leading down. 
iTIme to adventure on... 
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It's by Sid Meier. It's turn-based. And it's 
set in the future, it's also CMUzation /// 
in all but name. Andrew Wright is about to 
find out all this and more 



TECH SPECS 



IWHIMUM SYSTEM Processor PI 33 Memory 16Mb KAM SUPPORTS Any Windows- 
compatible sound and graphics cards WE SAT P1 66 with 32Mb RAM for smooth play 



W9f 




CIVILIZATION II (Power Plus, 
£12.99) It isn't set In space, M the 
game play is almost Identical, as is 
the 3D Isometric view, and it can still 
keep you up all night. />C7ff3B90% 

MASTERS OF ORION 2 
(MlcroProse, £9.99) Gquatiy 

addictive turn-t)ased empire-builder 
set in the distant future. Excellent 
value, hard to fault. PCZUAS 08% 



Back in 1991, it 
was Sid Meier's 
Civilization ti]aX 
proved just what 
a turn-based 
strategy game could do to your 
social life and sleep pattern. Six 
years after tfiat, the sequel, 
Civilization //(PCZ#36, 90%), 
brought a raft of extra units and 
technologies, and an isometric 
map view - and at well over a 
million sales it sold even better 
than the original. So roll on 
Civillzalion III. right? 

Not quite. ActJvision and 
MlcroProse own the rights to 
Civilization and are due to release 
Civilization: Call To Power and Civ 
III respectively some time soon. 
However, Sid Meier, the 



Inspiration behind the original 
games, is now with Firaxis. While 
he can't use the word 'Civilization' 
on the box, there's nothing to stop 
him coming up with the same 
game disguised by a few zillion 
tweaks here and there, and a 
completely new set of units, 
weapons, races and technologies. 
Well, Sid is obviously aware of 
this, because that's exactly what 
he's done. 

Alpha Centauhls Civitization 
all over again, with the same 'I'll 
be up to bed later, dear' gameplay 
and some futuristic intergalactic 
knobs on. Both Civ I and II ended 
with one or other of the human 
tribes developing interplanetary 
flight, and a spaceship setting off 
for the nearest star outside the 
Earth's solar system. That star, of 
course, was Alpha Centauri. 

MOTHER OF ALL SHIPS 

Alpha CenWuhihe game starts 
with a big mothership orbiting a 
habitable planet 40 years in the 
future. When the ship's captain is 
assassinated, the crew spilt into 
seven factions and leave for the 
planet surface in separate escape 
pods. You choose which one of 



the seven crew factions you'd like 
to play Unlike the tribes In Civ, the 
differences are ideological and 
visionary rather than down to 
nationality, and the game gives 
them a very different treatment 
as well as very different Als. 

In short, you have to build an 
empire all over again. There's a 
completely new world with 
rendered 3D terrain to explore, 
75 new technologies, 60 base 
upgrades, 32,000 possible unit 



OWALKTHi^tlUGH 



HIT THE 
GROUND 
RUNNING... 

Seasoned Civitization 
players will be pretty 
familiar with the way 
Alptja Centauri works. 
But just in case you've 
had your head In the 
sand for the last few 
years, here's a quick 
newbies' guide to how 
to get started... 



types and a much-improved 
interface to find your way around. 
In true C/v style, you build a base 
or two with military units to 
defend them, and open up new 
areas while you research bigger, 
better and more powerful units. 
You can direct your research 
towards an array of new 
weapons, from quantum lasers to 
the awesome graviton gun, and 
there's even the prospect of 
pslonic combat. You can design 




DTo start, select a map: 
standard, huge or random. Vou 
can customise It by altering the 
rainfall, percentage ot ocean and 
so on. Select one ot six dlNiculty 
levels, the rules you want to play 
(again standard or custom) and 
the taction you want to play. 
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ttlt might be CMIizationm a space suit, 
but it's still the best turn-based strategy 
game you're ever HItely to see^ 



^ 





custom units by bolting different 
weapons, armour and weird and 
wonderful special items such as 
communication jammers or blink 
displacers to land, sea or air 
platforms. Units include infantry, 
wheeled vehicles, hovertanks, sea 
skimmers, destroyers, cruisers, 
and aircraft sucfi as fixed-wing 
types and helicopters. It doesn't 
work out as well as you'd expect, 
because with the computer doing 
the prototyping you always get 



the best ones anyway. Never 
mind, you can still have some fun. 

There's no pottery, wheel or 
irrigation in Alpha (this /sthe 
twenty-third century, after all), but 
many of the advances and secret 
projects (equivalent to the 
Wonders of the World) do much 
the same as their Civ equivalents. 
The first faction to research 
'Secrets of the human brain', for 
example, gets a second free 
advance, just tike 'Philosophy' v 



SPARTA CENTRE 
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This base Is gnmring irieely thanks to some careful choices, but some heavy terratormlng is the next step. 



SS9 




B After the animation of your 
escape pod landing on the 
planet, take a good look at where 
you've been dumped. The pink 
squares are xenafungus, which 
reduces movement and aftects 
comtiat; the grey bfobs are rocks, 
which don't help your agriculture 
but do boost mineral production; 
and the blue crystals are cool 
because you get a mining bonus. 



H Click on the base square and 
note how the t>ase 
automatically harvests the 
resources on the best squares for 
producing nutrients (tliat's food to 
you and me). You can alter this to 
enhance mineral or energy 
production at any lime by clicking 
on another square In the base 
screen. 



EBy default your first untt Is a 
military one - In the 
Spartans' case a neat little buggy 
called a scout rover - but then the 
base switches to building a colony 
pod. Sod that. Click the Change 
button in ttie production box 
(lower left) and switch production 
to a cheap infantry unit for base 
defence. 



S Exploring Is your next priority. 
You could right-click on your 
scout, select Action... and then 
set It to auto-explore, but that's a 
little boring at this stage. Hold 
down the left mouse button and 
drag a line to wherever you want 
It to go. Note that it will route 
itself around fungus due to 
movement penalties. 



HLook what we've found! The 
dustbin lid thingy Is a piece 
of your mothership. With any luck 
It will give you a free 
technological advance, or at least 
an extra unit (a bit like the native 
villages in Civ fJ). At worst it will 
be bulging with alien mindworms 
but, hey, nobody said Alpha 
Centaurl was a friendly place. 
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9 in Civil. It doesn't stop there 
eittier - recycling tanks equate to 
a marketplace, recreation 
commons to temples, and 
command centres to barracks. 
Instead of settlers and engineers 
you get terraformers and pods: 
the former to add farms, roads 
and all kinds of improvements, 
ttie latter to create new bases. 

HEY, LET'S TRANSCEND 

The objectives are loosely the 
same, only this time the human 
race aims for transcendence 
(yeah, man) by building a 
successful society and a balanced 
environment, and removing any 
enemies by diplomacy or warfare. 
TTie research pathway gives you 
endless variety, as you'd expect, 
but the Al is a vast improvement 
over previous Sid Meier titles, and 
you can win the game without too 
much bloodshed if that's your 
sad, pathetic preference. Me, I like 
a few good battles and plenty of 
destruction. Then again, that's 
unlikely to win me many friends. 
The planet has some awkward 
indigenous life-forms, including 
xenofungus which hinders 
movement, and the deadly 
mindworms (roughly equivalent to 
those annoying C/V barbarians). 
The maps also lean towards being 
much more hostile to base- 
tjuitding than the maps of Earth, 
but that's where terratorming 
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UNDER 
ATTACK! 



When the going gets 
tough, the tough get 
stuck In and give as 
good as they get. 
Alternatively, there 
might well be a 
diplomatic solution to 
hostilities somewhere. 



comes in. Not 

only can you 

remove the pink 

fungus, you can 

also build the simple things 

in life like farms, mines and 

roads, and take on more complex 

projects such as lowering or 

raising the height of the land, 

altering rainfall patterns and so 

on. You can also use terraformers 

^Moreofthesame 
terrific gameplay, 
but tliis time there 
are so many bells, 
whistles and new 
ways of thinking 
that you'll wonder 
what hit you^ 

like weapons to make the surface 
less useful to your opponents. 

Another excellent innovation is 
that the game works out the 
borders between each faction and 
shows them on the map. Trespass 
over one and you find yourself on 
the receiving end of a diplomatic 
note, the contents of which match 
the faction's profile. Do the same 
thing again and some factions 
actively discourage you from 
hanging around. 

This is as good a point as any 
to mention the superb Al, which 



really sets 
Alplia Centauri 
apart from the 
crowd. At the 
highest level, the Al- 
controlled factions take on real 
personalities and play an 
excellent game. Unlike with 
Civ, you don't get bottiered by 
pointless messages ttiat end up in 
slanging matches. They only call 
you when they've something to 
say - you've just got to work out 
what you can get out of it. 

PACTS DF LIFE 

Diplomatic options include 
alliances which simply boost 
trade, pacts, declarations of a 
vendetta or war, demands to 
leave territory, or a somewhat 
less certain peace. You can also 
initiate technology changes, 
lending or borrowing credits, 
handing over or asking for units 
and bases, and requesting votes 
in the planetary council. Getting to 
be chairman is a big benefit. 

The clever thing is that you 
don't feel as though you're 
negotiating with a few lines of 
IF.. .THEN... ELSE... code-the 
players all behave much as you'd 
expect given their personalities 
and goals. During one game, I 
successfully managed to grab 
impact laser technology for the 
loss of something fairly 
worthless, and formed a safe 



alliance on my western twrder 
into the bargain. Later, when 
under attack from the east, I got 
the same player to help me out - 
but his price was an even neater 
bit of technology I'd just 
researched! Eventually, after a 
draining war lasting 20 years, I 
made peace in the east at the 
cost of a base they'd ruined 
anyway. It just felt. . . well, real. 

Lower down the scale, you can 
install an Al 'governor' in each 
base and order it to follow one of 
four lines of production: conquer, 
build, discover or explore. It 
automatically builds units, carries 
out improvements and researches 
technologies to employ in those 
tasks, although you can intervene 
in the short term if you need to 
thanks to a production queuing 
system. It's very handy when 
you've got ten bases and some 
front-line action that's taking up 
most of your time. 

Even individual units can be 
Al-controlled. Terraformers can be 
left to get on with their jobs, 
scouts sent to explore, and 
military units given commands 
like explore, hold, destroy 
enhancements, stay on alert, 
patrol or return to base. 
Waypoints have also been 
introduced, giving you the option 
to send units on a set route - 
away from enemy units or 
territory, for example. 



The sea is almost as important 
- and as useful - as land, and you 
can build ocean bases, farm the 
sea and even produce minerals. If 
the plot of land you've been given 
is causing you problems, the sea 
is just as good, although slightly 
more difficult to defend. That said, 
there are plenty of naval units to 
choose from. 

Alpha Centauri wouldn't be 
much of a game these days if it 
didn't include serious multiplayer 
features. In addition to network 
and Internet play, there's the good 
old serial link that, sadly, many 
companies seem to have 
dropped, and the option to time 
turns or make movement non- 
simultaneous. This means that 
you can make your moves, then 
tend your bases and conduct 
diplomacy without running out of 
time or annoying your opponents 
by taking too long. 

IT'S A CRACKER 

Alpha Centauri might have only 
just hit the streets, but it already 
looks like a classic in the making. 
Beginners needn't worry about 
the extra level of complexity, 
because you can switch on 
various automation options and 
customisable rules, and there's an 
excellent Al-inspired tutorial that 




D 



For some reason I never 
explored thai strip of land 
properly. Now my Spartans (black 
flags) find themselves right next 
to some angry Gaian 
Stepdaughters (green units). 



B Except I forgot aboiil ttiose 
bloody Infuriating probes. 



B Incoming! Here comes my 
favourite unit, a needlejet 
aircraft, to blow someone away. 
But not before the Gaians nick a 
couple of secrets and destroy lull 
the base's population. 



Q There's only one thing to do 
to prevent a long and 
expensive war - go crawling to 
Delrdre and ask her tor a truce. 
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works wrth all maps - even ones 
you've designed yourself. The 
graphics are a little cluttered, but 
If s hard to see how else they 
could have been implemented, 
although the 3D terrain and step- 
by-step zoom more than make 
up tor this. 

For OVfans, Alpha offers more 
of the same terrific gameplay. but 
this time there are so many bells, 
whistles and completely new 
ways of thinking that you'll 
wonder what hit you. Okay, it 
might be Civilization in a space 
suit, but it's still arguably the best 
turn-based strategy game you're 
ever likely to see. CZ^ 



IHmRmCT 

O UPPERS Terrific Al • Loads ot new 
units • Endless gameplay • Multiple 
zoom levels 

Q DOWHERS Complicated research ■ 
Clullered graphics 
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It's Civilization. 
but not as we 
know it 




At Stages you must propel lab 
nerds to go one way or another 
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OKAY, THIS 
MEANSWAR! 

Alpha Centaarl ioWoyiis 
the CiV style of unit 
description, so you start 
offwith 1-1-1 units 
where the figures are 
attack, defence and 
movement respectively. 
Better still, Alpha units 
can have two special 
powers on top, such as 
AA capability or 
cloaking devices 




nin Al: Me 

basit : _^. These 

plasma sentinels are the best 
defensive unit In the early to 
middle stages ot the game, with 
just one in your base, you know 
It's safe. 




SOnce you've developed 
missiles, handy little units 
like this 6-3-2 missile speeder 
can dish It out and take It too. 




BBy the time you've researched 
the doctrine ot air power, 
these 6-1-10 missile penetrators 
can get in and out quickly while 
delivering some hefty firepower. 
The only problem is getting them 
back home again, as they have 
only limited fuel. 




Q Later on in the game, on your 
way to getting the awesome 
planet-buster nuclear missile, try 
a chopper for size. This 16-6-16 
unit can give the enemy units real 
nightmares and make several 
attacks in a turn. 
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SIMCITY 3000 



O £39,99 • Electronic Arts • Out now 

Blimey! Look at the girders on tliat! Mark 
Higham gets out tiis Workmate and starts 
taiking town-pianning 



TECH SPECS 



MINIMUM SYSTEM Processor Pie6MMX Memory teMti RAM REQUIRES 4 speed 
CD-ROM cliive WE SAY Yni] re belter oil willi a P233 and 3;?Mb RAM 



CAESAR in (Sierra, £34.99) It's 
SimCityaW over again but ^Is time 
set in ancient Rome. rez#70,92% 



SIMCnV 2000 (EA Classics, 
£14.99) Now out on butlgel, ctieck it 
out if you can'l afford SC3000. 

PC7«73,85% 

RAILROAD TYCOON 2 (Take 2, 
£39.99) Get all geeKy over rai1n>3ds 
tlianks to this railroad simulator 
which is more fun than it sounds. 

«;Z#71,78% 




Just imagine what it 
must be like to own your 
own city. Think what it 
would be like to wake 
up in the morning to 
that warm sense ot power as 
thousands of people queue up to 
pay their council tax. With a single 
signature you can banish their 
cars from the roads, close ail the 
hospitals and excommunicate all 
the kids. You could build a casino 
and nightclub on your doorstep 
and flatten your neighbours into a 
giant park. You could ban all 
traffic wardens from within a two- 
mile radius of your BMW... You 
could certainly teach the 
designers of IMilton Keynes a 
thing or two. 

Five years ago, the SimCity 
brand offered us the opportunity 
to do just Uiat. Well, almost. As 
S;mC/fKaficionadoswili already 
know, the beauty of SimCity 
comes In building the ultimate 
profit-generating city. The 
principle is simple; you set up 
residential, commercial and 
industrial zones then you build 



roads to link them together, power 
plants to supply them with power 
and an underground water 
network to provide them all with 
water. So long as you place the 
residential zones in pleasant 
spaces (ie not next to a power 
plant or industrial site), and the 
transport can get them down the 
shops and off to work, then your 
people, or 'sims' as they're 
known, start to move in. The more 
sims who move in, the more 
revenue you get in the form of 
taxes. Put taxes up too high and 
Sims move out, but keep them too 
low and you run out of funds to 
keep building. Because it's a 
scenario we're all familiar with, 
and because we all think we 
could do better, it's a challenge 
that's eminently addictive. 

As you'd expect, SimCity 3000 
expands on ttie basic SimCity 
formula. There are now light, 
medium and dense variations of 
residential, commercial and 
industrial zones. You can set up 
bus routes and rail links, with 
subways now performing a 
pivotal role in moving people 
around your city. You can build 
museums, colleges, libraries and 
jails on top of the usual fire and 
police stations, hospitals and 
parks; to get your citizens away 
from the TV you can even add a 
zoo and a ball park. The list is 
endless and includes over 70 
worldwide landmarks boasting 
such beauties as Trafalgar 
Square, the World Trade Centre 
and the Eiffel Tower 

DOOM AND GLOOM 

The most obviously impressive 
part of SimCity 3000though, is its 
graphics. With five levels of 
magnification, you can zoom right 
into a city and see every sim 
running about their daily 
business. You can click on every 
building to find out if it's powered 
and watered and whether it's 




Trafalgar Square vs The World Trade Centre. The tall landmarks are the most Impressive - and tliey help you 
track down the key areas of your city when you're scrolling around. 




going up in the world. But you 
don't have to click on these things 
to find out how they're doing, the 
graphics tell you. Derelict areas 
start to go black so that 
abandoned buildings stick out like 
the proverbial sore thumb. To fix 
the problem you can try 



OWALKTHHdUGH 



improving the road network or 
you can build parks - or you can 
just leave it and concentrate your 
resources on building ottier areas. 
In the original promises for the 
game, we heard that true 3D 
would enable you to fly through 
your city, but alas programmers 



Maxis were being over optimistic 
and the game offers tour 
isometric viewpoints instead. 

As file game advances and the 
years roll by, new items become 
available to buy. At first, oil and 
coal power stations are your only 
options, but later you can buy 



GETTING STARTED 



The fundamentals behind making a decent city are 
still the same. Place your residential zones too close 
to industry and people will move out; make them too 
remote and your sims will have too far to travel. 
Everything you do has a positive and negative effect 
- It's up to you to decide if it's tiie direction you 
want your city to go in 



H 



D 



First sketch out residential 
(green), commercial (blue) and 
Industrial (yellow) zones. 
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NICE WORK IF YOU CAN GET IT 



Here's a look at a portion of a city we made earlier. 
After leaving it running overnight for a couple of 
days we managed to accumulate enough 
cash to fund all this 



Parldand keeps your slms content 
and may Increase land value. 



A liighway can transport 
Sims around the city quickly 
and salves transportation 
problems, but It's expensive 
and requires a lot of space. 



Place a 
variety o1 
landmarks 
like the Bank 
ol China 
Tower. 




Tbe microwave power plant 
doesn't cause much 
pollution but It costs 
£30,000 and only lasts 69 
years. 



These giant lowers provide 
accommodation In the 
centre of your city. Make 
them sites of historical 
Interest for a laugh. 



Here are bridges for roads, 
highways and power cables - 
they're expensive but cnicial. 



Landflll sites can never be used 
again so designate space wisely. 



These abandoned buildings 
suggest this pari of town 
could do with some woik. 



Allocate funds to pay Hie 
wages of your police staff 
or Uiey'il go on strike. 



As time passes, fusion 
reactors become avaiiabla 
At £50,000 they're expensive 
but they don't give off any 
pollution. 



fusion reactors and microwave 
power plants which cause less 
pollution but cost more and can 
last less than other forms of 
power. You also have access to 
desalination and water treatment 
plants to help improve your water 
flow. All in all there are 250 



different building structures. 
However, in SimCity 2000 you 
could eventually buy giant pods 
which housed over 50,CMX) sims, 
but I found that even after playing 
up to the year 2400 these still 
weren't on offer. 

Another new feature in 



SimCity 3000 is the attention to 
rubbish. You can set aside areas 
for landfill or in time you can buy 
recycling centres and waste- 
energy incinerators. The landfill is 
a tempting option because it's 
cheap, but once part of your 
landscape has been filled with 



trash, you can never use it again. 
If refuse becomes a problem 
though, you can always pay your 
neighbours to take it away for 
you. Ah yes, the neighbours. 

There are four neighbours and 
after building links to them you 
can wait for them to initiate deals. 



For example, build a power link 
over to a neighbour (at an extra 
cost of S2000) and they may 
decide to buy power from you. 
Build a road link and they might 
sell you their 'garbage' or take 
yours - at a cost. Build a water 
link and... you get the idea. Sadly, 




SHext you need to build a 
power station to supply your 
zones witli electricity... 



E...and an underground water 
network to provide all the 
zones with water. 



ENow lay some roads to make 
sure that your slms can get to 
work and the shops. 



Your little sims start to move 
in and your city begins to 



grow. 



na Now just tinker with the taxes 
LU a bit and your bank account 
starts to expand, too. 
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The gniphfcs an artmhlilngly detailed - at maximum zoom you can see each Individual sim. SCSOOO 
employs over fS,000 colours and offers you a terrain map that's four times bigger than ttiat In SImCity 2000. 



9 this doesn't go far enough and 
you can't initiate a deal yourself - 
you have to wait for a neighbour 
to come to you with a proposal 
which you either accept or reject. 

FREE ADVICE 

Keeping you on your toes is a set 
o1 seven advisors ranging from 



financial and transportation to 
'aura' advisor You can consult 
with these at any time to discover 
the areas you need to work on. 
Your citizens may be complaining 
of high taxes, lack of hospitals, 
poor hjnding for schools or mass 
transport. It's all a big balancing 
act - do you risk upsetting them 



and have them move out, or do 
you spend money responding to 
their demands and keeping them 
tiappy? 

Of course the problem with the 
ultimate city is what do you do 
with it once you've created it? 
This is where SimCity has always 
fallen down. There are five 



'disasters' you can unleash on 
your city - including an attack 
from UFOs, fire and tornadoes, so 
you can sit back and watch it all 
go up in smoke. But this is always 
such a depressing end to a city 
you've slaved over for days or 
evenweeks. 5//nC//>'300£?doesa 
good job of staving off the 



inevitable by bombarding you 
with petitions and having advisors 
keeping you informed, but you 
still reach that moment 
eventually Each time you learn a 
little bit more and start off with 
grand amtiitions of tiow you'll 
build the next Paris, but invariably 
you end up recreating Milton 



lYI 
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Keynes in miniature. Or maybe 
that's just me. 

If you haven't guessed by now, 
I love it. i've lost a week to 
S/mC/fy 3000 already; it's utterly 
absorbing and totally addictive. 



a shame there aren't more new 
building structures to emerge as 
time advances and that you can't 
initiate deals with your 
neighbours. Also, it would be nice 
i{ you could raise and lower taxes 



^The graphics are impressive - you can 
zoom right in and see every sim running 
ahout their daily husiness^ 



This morning on the tube i was 
planning out whether I could 
create a road-free city served 
only by underground transport. 
Yesterday I had to talk myself 
out of recreating London and 
positioning the available 
landmarks in all the right places. 
I'm worried that I might start 
talking like Paul Presley soon, 
but I just can't help it. 

SimCity 3000 doesn't offer any 
grand variations on what's gone 
before but then it doesn't have to. 
It would be nice to imagine a day 
when 5/mC/iy enables you to 
create cities like Las Vegas or 
Bangkok where bad behaviour 
as mayor might be profitable too 
- a sort of SimCity in the style of 
Carmageddon, although god only 
knows how it would work. 
Lowering the horizons a bit, it's 



in different areas to give slums a 
bit of a tax boost. Most of all, I 
wish I could build a red light 
district. Oh, and a giant 
roundabout with a herd of 
concrete cows in the centre... C3 



nmRmcT 

O UPPERS Incredible graphics • 
Subways and public Iransporl are 
more significani lo the overall 
gameplay • Recognisable city terains 
mean you can recreate London 

O DOWNERS Not ditferem enough 
from SimCity 2000 • The end game 
gels a bit dull 
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Hellishly addictive. 
Kiss goodbye to 
sleep for a few weeks 
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MYTH II: SOULBLIGHTER 




O £34,99 • GT Interactive • Out now 

"When there's no more room in hell, the 
dead will walk the earth..." Yeah? Well Paut 
MaiUnson prefers to keep an open mind 



TECH SPECS 



MINIMUM srSTEM Processor P1 33 Memory JMb RAM SUPPORTS All [iiajoi 
sound cards and 30 accelerator cards WE SAY Runs okay in software wjtnout 
acceleration, bul you don't yet quite ttie same impact 



Cuh. The undead 
are plaguing the 
land again - 
messing up my 
neatly-ploughed 
fields, dirtying my freshly 
laundered washing and tearing 
my peaceful, god-fearing 
townsfolk limb from limb. It's not 
a particularly pretty sight either, 
blood and entrails sloshing down 
the lush green hills. 

But this is what's supposed 
to happen - after all, it is Myth II: 
Soulblighter, a fantasy strategy 
game with knights and demons 
fighting it out in the name of 
Jesus and the Devil. It's a ruse 
to provoke empathy for this 
senseless loss of life, and a 
shoehorn to spur you on to 
greater acts of digital conquest. . . 
What am I talking about? Yes, 
Myth II: Soulblighten^ a real-time 
strategy game. And a very gory 
one at that. 



TOTAL ANNIHILATION (Replay, 
£1 2.99) Still the best real-time 
strategy game around, but In a 
slightly dillerent category to Myth II. 
n you're sick of hi-tech CSCciones, 
tryoutSow/WiffWer. 

tt^Z #70, 93% 

MAGK & MAYHEM (Virgin, £34.99) 

Less gritty, and more magic-oriented 
ttian Myth II. but different and tun. 

PCZ#70,92% 

MYTHrTNE FALLEN LORDS (Eldos, 
£39.99) Different tale, same 
concept. Still, not that bad. Play it 
before you play Myth It, obviously 

PCZ«58,80% 



FEAR & LOATHING IN CHICAGO 



Soalbllghta- fMmes complete with a campaign editor called 
Fear & Loathing (which is, like, a rllly cool name, man). There 
are two programs in the suite: 'Fear' enables you to modify 
almost every aspect of the game, from weather to projectiles, 
while 'Loathing' Is their fully enabled map-making tool. No 
doubt we'll see player-designed levels popping up on the 
Internet at some point In the near future. Us? We couldn't 
make head nor tall of It 

O In case you didn't know. Bungle, the creators of Mytti II. are based in 
Chicago. Illinois. Which explains the header. Alri^ 




Create your own maps with the 'Loatliing' program. 



80 PCZ0NE#74Mlllt1S99 




COT A GOOD ENGINE 

On the face of it. Myth //seems 
extremely similar to Myth: The 
Fallen Lords {PCZ#58, 80%) - in 
terms of the engine, at least. And 
why not? We're talking 'state-of- 
the-art spinny-rotatey 30 engine' 
here, with superb physics effects 
that enable the blood and guts to 
fall realistically. So that's cool. 
Play the game for more than a 
few minutes then compare it to 
The Fallen Lords, however, and a 
number of fundamental changes 
come to light. 

For starters, the much 
requested zoom in/out feature 
has now been implemented. And 
guess what. It doesn't make a 
blind bit of difference to the 
gameplay, except that it's now far 
easier to see around you because 
you can zoom further out than 
before. More positively, the polnt- 
and-clickydrag-and-direct CSC- 
style control system is now as 
good as It could possibly be. 



enabling formations to be easily 
managed (double-click on one 
unit to select all the nearby units 
of the same kind - neat), faced 
and sent into battle against the 
undead. A more varied range of 



cut-sequences. Once in though, 
the action is pretty relentless. 
The first episode sees you 
attempting to rescue a town 
overrun by undead raiders. 
Dispatch these (not easy, as 



M|f you liked Myth /, you1l love this. 
Graphically it*s much better, and there's 
not much wrong with the gameplay^ 



player and non-player characters 
also adds to the mayhem. 

EVILNUHER 

Although the single-player 
scenario is still linear by design. 
the individual missions vary far 
more than they did in the previous 
game, and there are also two 
secret levels to discover, making 
26 in total. Dulcet briefings once 
again set ttie scene, and the 
developers have even enlisted the 
talents of a top Japanese Anime 
studio to create the rather decent 



exploding Wights plague your 
troops with their paralysing 
spells) and a proper story begins 
to open up. Subsequent victories 
tell of a massive undead army 
raised by an evil nutter called the 
Soulblighter, and how you're the 
poor sucker who's got the task of 
sorting him out. 

After five or six levels things 
really begin to hot up. There are 
bridges to blow up, castles to 
rush, prisoners to spring, knights 
to protect and barons to 
assassinate. Control occasionally 




MYTHIhSOULBLIGHTER 
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switches from one group of 
characters to another, so that 
while one group works on one 
side of the enemy, another sneaks 
in behind to do them over. Some 
levels even open with 
rudimentary 'in-engine' cut- 
scenes showing the enemy 
massing before your first move. 
The feeling of involvement and 
progression in 'the bigger picture' 
is commendable. 

TASK IN HAND 

As with The Fallen Lords, 
Soulblightehs hard, even on the 
'normal' skill setting. The handy 
tutorial helps, introducing you to 
new units and new 'special' 
attack commands (such as the 
archer's flaming arrow - useful 
for setting fire to things), but 
newcomers may find the going 
tough initially. Afyf/i experts (like 
myself), on the other hand, 
should progress at a fairly 
satisfying rate, such is the 
addictive nature of the 
game. And after completing 
the single-player game 
there's a mix of multiplayer 
fun to had, whether it be 
over a network with your 
work mates or against 
Americans on Bungle's free 
website (www.bungje.com). 
On the downside, there are 
stiti Al problems - the usual kind 
of thing such as units walking 
aimlessly into trees or shooting 
into middle space - but they 
rarely seem to get in the way of 
the task at hand. 

ITS HOT. BABY 

But back to Soulblighter's good 
points. You can't fault the 
graphics: rolling hills and cute 
little medieval villages are 
recreated in loving detail, with 
falling leaves and bouncing 
bunnies sprucing up the 
countryside, and puffing smoke 
and wandering villagers giving 
life to towns. Fog, rain and 
lightning effects not only look 
nice, but also affect how you play 
- especially when you try your 
first grenade attack in the middle 
of a thunderstorm. Water 
reflections are much better (and 
surprisingly realistic), and there's 
now far more variation in the 
make-up and elevation of the 
landscape. The much-lauded 
physics engine is also quite 
superb - limbs and blood falling 
realisfically (obviously I've 
murdered enough people to 
corroborate that), and height 
advantages really counting in the 
heat of battle. 

And hot It is. If you liked the 
original Myth, you'll love this. 




When visibility drops below three feet you know 
you've well and truly had It. 



Graphically, Soulblighter\s much 
better, and there's not much 
wrong with the gameplay (so 
long as your skills aren't 
compromised by the sometimes 
twitchy Al). There's a fine single- 
player game to get your teeth 
into, and an easily workable 
multiplayer alternative to back it 
up. There's even a campaign 
editor which enables you to 
make your own missions. Add all 
these things together and you 
have to conclude that Myth II: 
Soulblighter is undoubtedly an 
excellent package. \^ 



WaV EBIllCT 

O UPPERS Good slurytelling, great 
alniosphere • Exciting and 
challenging • Plenty of graphical 
treats • A laugh in multplayer • 
Free campaign editor 

O DOWNERS Some Al pr(*lems • 
A couple of missions are too short 
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An enjoyable 
fantasy action 
game 
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A BRIDGE 
TOO FAR 

There are some 
excitingly destructive 
moments in Myth 11. 
Here's an impressive 
example, found quite 
early in the game 




OHy Mny ii biliie pwsued by a 
hoard oT undead demons, so 
It's time to find an escape route. 




SOoh, look - a bridge. Best get 
across sharpish. TTianMully 
(ha, ha) my reinforcement 
dwarves have mined it. 





HHere they comol Have they 
any Idea what they're getting 
themselves Into? Heh, heh, heh... 




HAny second now... Any 
second now... The undead 
morons stumble into my trap and 
a dwarf lets loose n grenade. 



IP 



M|( 




' Boom! That's the cnit of that 
taU lot. Any more for any more? 
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Hand Relief 
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Tlie game can run al resolutions of 

up to 1024x76s. Detailed, innit? 




WORMS ARMAGEDDON 



O £TBC • MicroProse • Out now 

Nobody likes him. Everybody hates him. 
He's lurking in the darkness playing 
IVornis. Pink and spineless: Charlie Brooker 




TECH SPECS 



MINIMUM SYSTEM Processor P1 00 Memory 32Mb RAM TO SAY PI 50. 32Mb 
RAM, and Ihe belter your graphics card, the higlief the resolution you can play in 



turned up, that is. Getting ttiis 
review written has proven difficutt 
because she just won't stop 
playing the damn thing. I've had 
to wait till she's asleep, and it I 
type too loud she'll probably get 
up and demand another go. It's 
like living with a drug addict or 
something. 

OH MAGGOT. THEY 
KILLED KENNY 

If you're not familiar with tlie 
Worms phenomenon, it's a 
deceptively simple game in which 
two or more teams of cute 
cartoon maggots fire weapons at 
each other in an attempt to wipe 
out the opposing team. It's turn- 
based; that is, first you take a shot 
at one of your girlfriend's worms, 
ttien one of hers lakes a shot at 
one of yours. You can't move or 
shoot back during the other 
player's go, and ttiis is one of the 
things that makes ttie game so 
tense and compelling. 

The other is the unpredictable 



nature of Hie armoury you're 
given: bazooka shells which get 
buffeted by the wind, grenades 
which ricochet in unforeseen 
ways, and downright ridiculous 
weapons such as exploding old 
ladles and flying sheep. Murphy's 
Law comes to the fore time and 
time again during a round of 
Worms, with a fair proportion of 
^e fatalities occurring by 
accident (hey - just like a real 
war). 

To a sniffy ponce it might look 
like a 'little game', but it's a damn 



just don't want to stop, and if they 
aren't around there's always 
single-player missions, CPU 
opponents or the Internet. You 
can say goodbye to your social 
life, basically. 

GRUB A DUB DUB 

What else? Well, if you've already 
got Worms 2(PC7#58, 82%) you 
might want to 'try before you buy'. 
The addition of IVorm/Vef (the 
online play system) is a big plus, 
but otherwise many of the 
changes in Worms Armageddon 



Like the majority of her 
Infuriatingly sensible sex, 
my girlfriend isn't into 
games. Nevertheless, 
every now and again she 
stumbles across one she likes. .. 
then plays it so much I start to 
detest the sight and sound of it. 

For some inexplicable reason, 
she once became helplessly 
enchanted with ToeJam And Earl 
on the Megadrive, and would 
force me to play It with her, from 
start to finish, for days on end, 
walling like a wounded dog 
whenever I tried to get up and go 
for a piss or something. Mano 
terfon \he SNES and GotdenEye 
on the N64 became similar 
obsessions - but she's never 
grown to love a PC game. 
Until Worms Armageddor} 



^If s a damn sight more impressive than 
most of the blockbusters out there. In fact 
it's hard to convey just how intrinsically 
satisfyingW is to play - it's as moreish as 
popping your way through a huge sheet 
of bubble wrap^ 



sight more impressive than most 
of the blockbusters out there. In 
fact it's hard to convey just how 
inblnsically satisfying It is to play 
- it's as moreish as popping your 
way through a huge sheet of 
bubble wrap. Successfully 
scoring a direct hit at long range 
delivers a short jolt of pleasure on 
a par with that which 
accompanies a really good 
punchline. Playing against an 
eager companion, you'll find you 



are cosmetic (it does took a tot 
nicer, mind). If you've never 
played a Worms game before, or 
you've only tried the first one, you 
don't have anything to lose. 

And before we go, a quick note 
about Worms Armageddorfs 
superb visuals: this Is one of the 
coolest looking games ever. The 
design is Ingenious, the animation 
dazzling. The worms are fantastic 
- full of character and humour - 
and should really be starring in 



their own TV cartoon series. Team 
1 7's graphics department deserve 
a gigantic sack of awards. 
Actually, make that two sacks. 
Each one twice the size of fAouril 
Kilimanjaro. CZej 



WORMS: THE FULL WORMAGE 

(MicroProse, £29.99) Retro budget 
IVomiscompilation, featuring the 
original game and subsequent 
mission packs. Okay, but nowhere 
near as polished as. . . 

WORMS 2 (MicroProse, £29.99) 

Looking back. It seems we 
undermarked poor old Worms 2. 
Well, we're redressing the balance 
now, so quit whining, okay. 

KZ#58,B2% 



WaVERPiCT 

O UPPERS Fearsomely addictive • 
Inherently satisfying action • Superb 
cartoon visuals 

O OOWKERS Occasional snatches of 
cheery racism 
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FuHMetalJacket 
meets Tom And 
Jerry 
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HUGE TRACTS OF LAND 






C7 V 



Here's one we made earitor. 



One of the many things the game enatiies you to tinker with is the 
landscape itself - you can asit the computer to randomiy generate 
one to your specifications, or pick up your mouse and design it 
yourself. If you're poncy enough to have a graphics tablet, so much 
the better; you can draw a forest of great big penlses and then 
laugh yoursett III as the worms hop all over them. If you're that 
Ghiidlsh.thatls. 





MIND YOUR LANGUAGE 



Worms Armageddon enables you to customise 
your team In all kinds of inconsequential but 
amusing ways. You can choose a name for 
each worm, for example, leading to endless 
hilarity as Posh Spice lobs a grenade at Dale 
Winton and Big Elalls unloads a shotgun Into 
Wet Arse's facfc 

The worms natter continually throughout 
each round, and their standard chirpy English 
voices can be replaced by different languages 
and dialects. There are cockney wide boys, 
grim Yorkshiremen, US sports commentators, 
worms who speak in German, Dutch, French, 
and so on. 

Fair enough. But a few of the speedi banks 
on offer left us feeling a litOe uncomfortable. 
There's a Rasta who wails "Big mama!", 
"Where dat watermelon?" and "Lordy!" like 
a pop-eyed comedy negro from some 
nonchalantly racist '30s Hollywvood comedy. 



There's a Japanese worm who screams 
"Glenadet", a homosexual worm who simpers 
about handbags and mascara, and an Indian 
who speaks In fractured grammar, burtiling 
"Goodness gracious me" and "Poppadomt" 
like a closing-time drunk haranguing the 
waiter In a small-town curry house. 

Close your eyes and whoosh: it's 1974, and 
you're listening to one of those jaw-dropping 
sitcoms which dealt with the sensitive issue of 
racial intolerance by placing a white man in 
the leading role and reducing everyone else 
to the level of guming half-wit stereotype. 

sun, In the knowing '90s, can't we just look 
on this as a bit of cheeky non-polltlcally 
correct fun? Maybe. But since the game Is also 
designed to be played across the Internet, 
against people of ail nations, it'd be interesting 
to see just how rib-tickling or otherwise ttie 
rest of the world finds it. 



MIIR1999#74PCZQNE 83 



IHSTlTinvH DELTA FORCE 



DELTA 
FORCE 

O £34.99 • NovaLogic • Out now 

When it comes to handling large weapons, 
Paul Preslej^s a natural. More accurately, 
he's a dab hand with a can opener 



TECH SPECS 



MINIMUM SYSTEM ProcessorP166witnMMXHemory16Mh RAM WE SAY llll 

thug a bil il you want to run al full res (800x600), even oil a P266, 640x480 is fine though 



m 



TOM CLANCY'S RAINBOW SIX 
fbke 2, £34.99) Deeper, lar more 
involving and tar more atmospheric. 
Even the multiplayer game is better. 

SPEC OPS: RANGERS ASSAULT 

(take Z, E34.99) Also better than 
Delta Farce, but not quite as detailed 
as Rainbow Six. Mot particulariy 
lengthy either {re/»65, 88%) 

HALP-UFE (Slaira, £39.99) Well it's 
got soldiers in rt. hasn't it? 

(rez#7i,95%j 



What Is it with 
NovaLogic and 
their 'Voxel Space' 
games? Somebody 
please tell them: 
the Voxels don't work; they don't 
look any good. Vl/hy don't they get 
themselves a 3Dfx programmer 
like everybody else? It's almost 
the year 2000, for heaven's sake. 
They'd certainly sell more games. 

I could harp on about the 
graphics in Delta Force, but 
there's no real point. If you're not 
already familiar with Voxel Space, 
all you need to know is that 
it's great for creating landscapes 
that stretch for miles into 
the distance and 
wonderful for running 
games on 



G You never feel 
In command of an 
elite fig tiling fores. 



PCs that were bought from the 
second-hand pages of Loot, but 
it's useless for any kind of close- 
up work, as everything becomes 
so pixelated you might as well be 
using a 1 6-bit computer from the 
late '80s. Some of the enemy 
soldiers in Delta Force, when 
viewed through a sniper's scope, 
even bring to mind the Spectrum 
classic Ant Attack. 

RUDY... AIM... 

But that's not the point. Alttiough 
we're hardly talking Half-Life {PCZ 
#71 , 95%) or Rainbow Six (PCZ 
#69, 89%) here, you can live with 
the graphics for the most part 
(particularly if you shove the 
resolution up all the way to 
800x600). No. Delta Forc&s real 
problem is that at no time do you 
feel as though you're in command 
of an elite fighting force. Rather, 
you tend to feel like (John) Rambo 
- wading through the bodies of an 
entire army with just a machine 
gun at your hip. 

The background to the game 
sets you up for a dizzying array of 
stealth and infiltration missions: 
rescue hostages, blow up SAM 
sites, escort diplomats through 
the jungle. . . It all sounds great. 
And then you start playing. And 
you soon realise that although the 
objectives for each mission 
change, the procedure (or 

completing each one is 
practically the same: 
kill everything that 
moves. 

And you appear to 
be alone as you 
battle your way 
through. Each 



4 



mission throws a touch of support 
your way from secondary teams 
providing covering fire, but you 
Just seem to wander your way 
Wirough the waypoints as though 
you're out for a Sunday stroll. 
Now I'm no soldier, granted. I've 
never worn camouflage pants or 
got excited about large weaponry. 
But I can't help but think that 
most of these elite fighting forces 
tend to work in teams. There's no 
planning involved in Delta Force, 
and consequently no feeling of 
depth. Games like Rainbow Sixor 
Spec Ops (PCZ#65, 88%), 
perhaps Delta Forces closest 
rivals, really make you feel as 
though you're in charge of an elite 
unit, issuing orders, making 
plans, relying on team-mates and 
so on. Delta Force simply feels 
half-hearted from start to finish, 

...FIRE!!! 

Having said all that, there are 
some nice aspects. The online 



Witli mounting horror, Geoffrey suddenly realised tie'd called the air 
strike In to the wrong location. 




The sniper mode is useful for precise targeting or just for watching 
things blow up in detail. 




game isn't bad (but not stunning). 
V/hen things start getting hectic 
the confusion of war is nicely 
porfrayed, and the sound effects 
are particularly good, especially 
as bullets smack into the ground. 

But it just isn't detailed 
enough to appeal for long, either 
as a heavyweight sim or as an 
engaging arcade romp. You'd be 
better advised to wait for Spec 
Ops 2 or Team Fortress il EI 



wavEBmcT 

O UPPERS Good sense of visual 
distance • Weapon noises are 
impressive • Nice online play 

O OOWKERS Nu real sense of 
involvement • Not particularly 
detailed • Graphics varv between 
good and mediocre 
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Not all missions require subtle Infiltration. Here, for example, you have 
to protect a presidential convoy. 1 



From this distance circumcision takes years of training to perlecL 
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Not exactly 
theSAS 
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Tom Clancy's 




Around the World, terrorist ttireats are on 
tlie rise -and this time they're sttackioQ 
tlie world's most tamoos landmarks! 

It's up to you: organize, plan and execute 
yoor attack! Choose to observe your 
hostage rescue team takedown the 
terrorists. Or play your friends with 
new molti-player modes and levels! 

With live new, challenging missiuns, 
twu new in-deptli training levels, 
four new operatives, three new weapons, 
and troe-to-life special forces action 
pulled directly from Tom Glaocys 
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Original Registered Version of Rainbow Six Required. n 

□Isltltiiiled by Take } InleFacllve Scirtwar«. XII Righrs menti. Take 2 Inlerachve Software Hogartfi House 29 - 31 Sheal SI. Windtor Beitohite.SU IBC •%• 1998 Hen Slorm Enlelainincnt Inc www lakelfggniei.CD.ul' www reililorrr la . 
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ubscribe to PC Zone within 7 days 
to take advantage of our new price 
of just £9.97 for 6 issues. This is the 
lowest rate EVER to be offered for a PC 
Zone subscription, and will save you a 
massive 44% on the shop price. 



REPLY WITHIN 7 DAYS FOR YOUR 
LOWEST EVER SUBSCRIPTION RATE 



FULL MONEY BACK GUARANTEE 

It's a 100% RISK-FREE offer because you 
can write to cancel at any time, for any 
reason, and receive a refund of the cost of 
all unmailed issues - no questions asked 
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THE GOLF PRO 2 
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THE GOLF PRO 2 



O £1 9.99 • Empire Interactive • Out now 

The original £o/f Pnvwas a PC ZONE 
Classic. Craig Vaughan shakes the 
mothballs from his Pringle jumper and 
plus fours to check out the latest offering 



TECH SPECS 



MINIMUM SYSTEM Processor P90 Memory 1 6Mb RAM ALSO REQUIRES 3D card 
via Direcl3D SUPPORTS Miilliplay over Inlfirnet WE SAY II looks beautiful on a P200 v^ftti 
at least 32Mb 



TIGER WOODS PGA TOUR GOLF (EA 
Sports, £34.99) Ttie best PC golt 
simulation bar none. Hosts a supert) 
3D engine, a ton of customisable 
options and a variety of diverse 
control methods. PCZ W9, 93% 

THE GOLF PRO (Empire Interacthra, 
£39.99} Long-running competitor to 
ttie PGA series, whicli features 
exceilenl in-game tuition and 
sparkling grapliics. Unfortunately it 
suffers from a weak putting 
interface. PCZ #62, 90% 

UNKS LS (EMos Interactive, 

£39.S9}A stylist) affair but bettered 
by bott) of its main rivals. A fun and 
easily accessible game that suffers 
from too many updates and too littJe 
innovation. ra7#43,94% 



Tiger Woods might argue 
that you can't teach an 
old dog new tricks, but 
Empire Interactive 
obviously think 
differently, having dragged 
vetet^n golf legend Gary Player 
out of the nineteen^ hole one 
more time. Quite wfiat this 
geriatric pro would make of young 
upstart Tiger Woods is debatable. 
but the contrast between the two 
players is as evident In the games 
they endorse as it is in their 
individual styles of play 

Tiger, the dynamic newcomer, 
scored a massive hit wrth EA 
Sports' Tiger Woods PGA Tour Golf 
(PCZ#69, 93%). Essentially an 
upbeat recreation of the sport, it 
coupled sweater-wearing, Nike- 
capped players with a range of 
outrageous and innovative 



options. However, while hip new 
players have attracted additional 
fans to the genre, they've also 
alienated traditionalists who still 
believe in the cloth-capped 
conservative approach of Gary 
Player and his ilk - whose golfing 
style is better represented In the 
original Golt Pro [PCZ mz, 90%). 

^TheGolfPro2 
is merely a 
disappointing 
course data disc 
that fails to 
deliver anything 
radically new99 

TIIESUIK6UIIE-MUUN 

And so we come to The Golf Pro 2. 
The name suggests a sequel to 
see off EA's Tiger-endorsed 
product, and conjures up visions 
of inevitable enhancements: an 
option-laden, user-friendly front 
end; vastly improved graphics; a 
larger choice of diverse courses; 
a new control mechanism; and a 
huge field of challenging new 
opponents. But no. Unfortunately 
that's actually a comprehensive 
list of what's missingfrom this 



game; Tfte Go// Prodis merelya 
disappointing course data disc 
that fails to deliver anything 
radically new. What you do get for 
your money Is a standalone, half- 
price, cut-down version of the 
excellent The Golf Pro. 

You may recall that two 
courses were included with the 
original - the Hilton Head National 
and the St Mellion International. 
They're now conspicuous by their 
absence, and have been replaced 
by just one course, Wentworth. 
That's right, one course for 20 
pounds. Thankfully, if you own the 
original you can make use of your 
old courses here - and you'll need 
to, because, gorgeous and 
engaging as it is, Wentworth 
won't keep you occupied for long. 

rftefioffPra^sharesthe 
same strengths as the original. 
Highlights include superb course 
graphics, accurate terrain detail, 
informative and fun tuition by 
Gary Player, and the rewarding 
'move the mouse to manipulate 
the swing' control method. As 
ever, Mouse Swing^*^ makes 
fairway play a cinch, but proves 
a complete bitch on the greens 
because it's not subtle enough 
for putting. New options (such 
as they are) include advanced 



opponent Al, new camera angles 
and a huge tournament mode - 
all of which are surely 'patchable' 
enhancements? 

Sadly, some of you will 
doubtless already have bought 
this game, believing it to be the 
true sequel that Its name implies. 
If you already own The Golf Pro, 
there's not really enough here to 
warrant splashing out on this 
game. However, bargain hunters 
might want to take advantage of 
Dixons' generosity in bundling the 
original game with this 'sequel' 
for less than 30 quid. Providing 
you don't already own a copy of 
either game, we recommend you 
go for the twin package. O 



nmRDICT 

O UPPERS It's a cheap, standalone 
version o( an excellen! gulf game 

O DOWNERS Ifs [lot the true sequel 
Itiat the title suggests • There's otily 
one course • it's not value for money 
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Excellent to a 
point, but a bit 
half-baked 
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rHuRS CLOSE COMBAT III: THE RUSSIAN FRONT 



CLOSE COMBAT III: 
THE ROSSIAN FRONT 



BATTIE ISLE 3 (Blue Byte Classics, 
£9.99) A bit drab and a bit old, but 
hugely playable and now hugely 
cheapaswell. PCZff68,80% 

NORM KOGER'5 OPERATIONAL ART 
Of WAR (Empire, E34.99) 

Fantastically detailed PC 
interpretation of a liex-based board 



game. 



roz#68,92% 



O £39,99 • Microsoft • Out mid-February 
Storm into Berlin, kick loads of German 
arse and save the world from Teutonic 
tyranny. "What, again?" asks Phil Wand 



TECH SPECS 



MINIMUM SYSTEM Processor P 1 ;J3 Memory 32Mb RAM SUPPORTS TCP/IP, IPX, 
modem aiid serial multiplayer WE SAY Doesn't look that processor-intensive, but it can 
get rather slow in places 



T 1 lil 





A little Russian fry-up in StallnBrad 



When Westwood 
released Red Alert 
(PCZ#47,94%)all 
those years ago, 
armed conflict 
seemed like a fun and groovy 
thing. Brightly coloured tanks and 
soldiers with accents more 
phoney than Antoine de Caunes 
maimed and killed each other for 
laughs. Nobody questioned their 
orders, and everyone was happy 
to leap suicidally in front of an 
enemy machine-gun at the click 
of a mouse. 

Today, fashion dictates that 
Close Combat III: The Russian 
Front be tilled with panic-stricken 
servicemen, blood-curdling 
shrieks, ruptured skulls, and 
bones poking through flesh. Land 
mines don't just go 'dink' and 
remove one of your blips from the 



map, they go "VJMBOOOMr and 
are followed by muffled cries for 
an ambulance. 

That's not to say that 
Microsoft's long-established 
strategy series has suddenly 
become obsessed with 
Spielbergian realism. It hasn't. 
It's always been that way. Those 
of you who are familiar with the 
two earlier Close Comfiaf titles 



COMMANDOS: BEHIND ENEMY 
UNES (EMos, £44.99) Hard and 
addictive, this one is tor strategy 
nutcases wiHi several free months 
to kill. reZ»66, 87% 

SID MEIER'S GETTYSBURG 
(Electronk: Arts, £39.99} One of Itie 
first radical departures (rom turn- 
based warfare games, and an 
instant classic PCZ#57,90% 



^Each progression furnishes you with 
experience points which, as time goes 
on. aid your success in battle^^ 



will know them as true-to-life 
interpretations of Commands 
Conquer, mould-breaking real- 
time strategy games that won 
praise from wargamers who 
wanted to do away with turns but 
found Westwood's interpretations 
just a little bit anaesthetised. So 
there are no surprises when you 
step into your first scenario and 
hear beleaguered troops pleading 
to be allowed home. 



PRELUDE TO WAR 

Close Comt>at lil is set on the 
Eastern Front in World War II and 
outlines four years of punishing 
conflict between the Ruskies and 
the Germans, from the 1941 
invasion of the USSR through to 
the lall of Berlin. You get to play 
as either side, starting off with 
small-scale individual battles and 
then moving to operations, to 
campaigns, and finally on to the 




information panels can be fllclced on and off and pnnnile 
all manner of useful data. 
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Big Kahuna -the Grand 
Campaign. The game also 
incorporates its own editor which 
enables you to redefine the 
various settings, parameters and 
objectives of existing scenarios, 
which should Iteep strategy buffs 
satisfied for the next 1 00 years. 

it should be made clear at this 
juncture that those of you looking 
for a Total Annihilationsti\e blast 
should apply elsewhere. Close 
Co/77/;af action doesn't come 
anywhere near the hectic pace of 
Cavedog's game, and requires a 
liberal amount of thinking, 
rethinking, sneaking about, 
holding position and scurrying 
between trees. On the other hand, 
If surveying the territory, 
considering your options and then 
laying down some suppressing 
mortar fire while infantry dash out 
of a ditch to ambush an opponent 
sends you into raptures, then this 
isyusfthetoyforyou. 

To spice things up a bit, 
developers Atomic Games have 
added a role-playing flavour 
vifhere you are put in command of 
a special forces unit which moves 
from battle to battle. Each 
progression furnishes you with 
experience points which, as time 
goes on, aid your success in 
battle, while technological 
advancements enable you to add 
new, more effective weaponry. 

ONCE MORE UNTO THE 
BREACH 

The maps in this latest instalment 
are now much more diverse, three 
times bigger than before and 
based on aerial photographs. 
Every region includes highly 
detailed terrain features such as 
hills, dales, ditches and foliage, all 
of which play a vital part in your 
strategy. Aside from obvious line- 
of-sight and line-ol-fire issues, a 
slope can hinder your tanks and 
cause your foot soldiers to exert 
themselves, leaving them all 
puffed out and unable to shoot 
straight by the time ^ey've come 
to a halt. 



The manual goes into some 
depth to explain how you should 
use the scenery and the 300 
different squads, 100 different 
weapons, 60 soldier types and 80 
vehicles to your advantage. Given 
that the enemy Al and its grasp of 
the situation at any moment on 
any map is nothing short of 
distressing, you need to use every 
trick in the book to gain the upper 
hand. You can zoom in and out to 
get a better idea of your 
surroundings, but the close-up 
views are rather blocky and thus 
aren't particularly useful. 

Playing as the Russians, many 
of the early battles see your Red 
Army forces outnumbered, 
outclassed and slaughtered. 
Unfortunately this is considerably 
disheartening, and after three or 
four successive wipe-outs you 
seriously thinit about jacking it all 
in and grooming the dog instead. 

On the next game, even your 
troops start giving up: they refuse 
orders; they start running 
backwards instead of forwards; 
they leap out of their tanks and 
high-tail it to a neighbouring 
village, Just as they take the 
initiative in the heat of battle, they 
flee if panicked by a lunatic (ie 
you) issuing orders for them to 
advance across an open field in 
full view of six enemy battalions. 

Suddenly you feel as if you've 
let them all down, and resolve to 
do better next time. So you spend 
much longer digging Into 
defensive positions and less time 
ordering troops into the middle of 
no man's land. You're very careful 
about keeping them In bunkers, in 
woods - anywhere that's out of 
harm's way And then... Pow!~ 
you realise that you're hooked. 

THE END 

Unlike the way Hollywood likes to 
tack soppy all-okay-in-the-end 
scenes on to the end of modern 
war epics, C/oseCo/n6af/// is 
keen to remind you, both in terms 
of grisly gameplay and through 
data in the manual, that more 
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Seasonal maps and uniforms give Bie game added depfli. 



than 25 million Russians died on 
the front. Combined with 
unsentimental action, realistic 
weaponry and historically 
accurate campaigns, the game 
not only makes you desperate for 
a truce, it also encourages you to 
reflect on the appalling waste of 
life during wartime, I mean, 25 
million. That can't help but make 
you stop and think. CZ^ 



wa vE miiCT 

O UPPERS Makes you leel like a real 
general • Painstakingly realistic • 
Interface simplicity itself • Existing 
Close ComOa/tans will spooge 

© OOWHEHS Inaccessible to most real- 
time strategy fans • Extremely 
difficult • Game theatre can feet a bit 
passe after Red Alan • Graphics 
below par • Crap tutorial 
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Real-time strategy 
at its most 
demamling 



DO-IT-YOURSELF 
FLAME-THROWER 



wnhoiit doubt, the flame-thrower is the most marvellous 
weapon in any game. While they tend to be Incredibly 
dangerous, oflen missing the target entirely and roasting the 
operate, all adjacent units and local wildlife instead, there's 
nothing as satisfying as trying a bad guy with a whooshing 
sbwik of napalm der1vathf& Tkouble Is, you Just can't buy the 
dang things anywhere. So here's how to make your own with 
the minimum of fuss 

WHATYOU NEED 

1 set of bagpipes, 3 gallons of fairy liquid, 2 party packs of 

styrofoam cups, 1 packet of Swan Vestas, and some benzene 

O Extinguish all cigarettes 

O Add the styrofoam cups to ttie fairy liquid 

O SUr in the benzene (tip: wear gloves or you'll get leukemia) 

O Pour the mixture Into bagpipes 

O Hoist bagpipes and carry In the traditional manner 

O Light match and hold in front of pipes 

O Clench bagpipes to fire 

Ensure you use your new flame-thrower near a suitable flni 

extinguisher - eg a lake 

NB: It's just a joke, okay? Obviously we neither expect nor want anyone to 
actually try samattiing so dangerous. To reiterate: joke, (^t that? Good. 



The maps can be zaomed out to such a silly distance that you caiHt see what's going on. 




mm PRO PILOT '99 



PRO PILOT 




O £34.99 • Sierra • Out now 

As the civil flight sim resurgence continues, 
Paul Presley ge/ts lost in the clouds 



TECH SPECS 



MINIMUM SYSTEM Processor PI :VS Memory 32Mt) RAM SUPPORTS 3DfK cards, 
all flighisticks, rudders and ttirortle conlrols WE SAY A 3D r^rd would seem to be a 
prerequisite, as well as a P233 at the very least 



FUGHT SIM 98 (Microsoft, E34.99) 

Perhaps the most papular flight sIm 
in the world, despite Flight Unlimited 
//actually being a more enjoyable 
game to play. It scores over Pro W/of 
'ddthrough its global reach and 
open-ended architecture, meaning it 
can be enhanced to the nth degree 
Ihnsugh freely available and 
commercial add-ons. PC2#55,94% 

FLIGHT UNUMITED II (Eidos, 
E39.99) While Flight Sim 9S covers 
the world and Pro Pilot '99 covers a 
significant chunk of it, Fy//(pertiaps 
the gaming world's best acronym) is 
limited to the small area around San 
Francisco. In Its favour, FUll is 
infinitely better-looking than either of 
the above, has a far more believable 
world taking place around you, and is 
easily the most enjoyable of the three 
10 actually play. pczmt, 84% 



In the vile, treacherous. 
back-stabbing world of civil 
aviation flight sims, there 
are two camps. No, let's be 
clearer than that: there are 
two flight Sims, it isn't exactly the 
most competitive of genres. 

At one end you have 
Microsoft's Flight Simulator 98 
(nee 95. nee 3.C5 - big, bold, 
brash, and covering the world in 
fairly basic detail. It's a veteran. 
It's seen the war and lived 
through it to tell Its tale. At the 
other end there's Flight 
Unlimited It (neB...we\\ 
just you try and guess, 
eh?) -young, cocky, 
filled with flair, looks 
and style, making 
up for a lack of 
geography with 
an astonishing 
level of local 
knowledge and 
atmosphere. 
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WHERE'S THE DETAIL? 

The best way to describe Pro Pilot 
'99. therefore, is to go for straight 
comparisons. It's better than 
Microsoft's effort in the areas of 
non-urhan graphics, interlace and 
ease of use. Creating flight plans, 
tracking navigational beacons 
and communicating with ATCs are 
all much better here. What it lacks 
is Flight Sinfs sense of authority 
and its expandability. Although 
Microsoft's graphics may be 
spartan to begin with, download 
a few scenery files ft"om the Net 
and things can easily be 
transformed; with Pro P/7of you're 
stuck with what you've got. Some 

^To say the world 
feels empty is an 
understatement. 
Even Microsoft's 
title provides a 
fair amount of 
dynamic scenery 
to admire^ 

of the airport layouts are 
astonishingly bad, for example, 
comprised of little more than a 
runway and a tower stuck on top 
of the grass. No taxiways. no 
buildings, no structure at all. 

While we're on the subject, a 
word about the scenery graphics. 





"They used to think the world was 
flat, that's because they never 
had Pro Pilot 99..." says the 
press kit that we were provided 
witti. Ha ha. Funny Americans. 
Unfortunately the urban areas of 
Pro Pilot '99 do look flat - very 
flat. It's the same story as 
in every other civil flight 
Sim - large cities are 
simply a generic flat 
texture map with a 
few notable 3D 
landmarks 
thrown on top. 
And it doesn't 
work, plain and 
simple. 
This isn't 



essentially Pro Pilots fault, as no 
one else seems to have solved 
this problem yet |at least not in 
the civil flight sim world. Military 
flight Sims, on the other hand, 
never seem to suffer from this. 
Surely lessons can be learned?). 
But it does mean that the required 
•real-world' atmosphere is never 
really created. 

On the plus side. Pro Pilottioes 
clouds exceptionally well - really 
fluffy, really packed. These are the 
finest clouds I've yet come across 
in a flight sIm of any genre. It may 
sound a trivial point, but it really 
does add a lot to the experience. 
That said, FUlt has far better 
overall weather effects. 



UNLIMITED LIMITATIONS 

In fact, compared to Flight 
Unlimited II, Pro Pilot reaWy 
suffers. It can't hold a candle to 
FUlfs graphic quality. And 
although it boasts the whole of 
America and Western Europe 
instead of just San Francisco, it 
doesn't feel as real or as alive a 
world as Eidos's baby. 

The radio communication is 
minimal to say the least, and not 
easily accessible from the flight 
screen. And to say the world feels 
empty is an understatement. 
Even Microsoft's title provides a 
fair amount of dynamic scenery 
to admire. 

What Dynamix needed to do 
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was create a realistic world, not 
just a good flight model. 
Something that kept you 
interested, and gave you 
something different from the 
other two titles rattier than more 
of the same. What they've done 
instead is to create a middle 
ground that no one really needs to 
visit. There's a lot of emphasis on 
the training side of the game and, 
to be fair, elements such as the 
on-screen handbooks and 
checklists and the tutorial videos 
provide a lot of information that's 
easy to grasp for novices. 

But the same can be said of 
the rival software, and there's just 
so much more to recommend 
over there. G3 



W aV ERIIICT 

O UPPERS Accessible ■ No[i-urban 

graphics are good ■ Exceptional 

clouds 
O DOWNERS Cities Still look drab 

and unreal • Empty-feeling world • 

No long-term appeal 
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AUTHENTICALLY 

MODELLED FIGHTERS 

AND BOMBERS?" 




"CHECK!" 

ANCASTER, SPITFIRE, 
TYPHOON, MOSQDITO?" 

^ "CHECK!" 

"FOCKEWULFFW-IM, 
ME-262,JD-88?" 

"CHECK!" 

"B-17G FLYING FORTRESS, 

P-51 MDSTANa 

P-38] LIGHTNING?" 



"CHECK!" 



H^iU'iUl'll^ SHORTS 




"We're unitor itlKkP cry the 
soldiers. "What do you want us 
to do about It?!" reply the 
generals, 



RIVAL REALMS 

O £34,99 • Digital Integration 
• Out now 



INCOMING: 
SUBVERSION 




O £1 9,99 * Instant Access • Out now 



TECH SPECS 



MINIMUM SYSTCM Processor PI 33 Menuty 1 6Mb RAM 

ALSO REQUIRES 3D card and a copy o( tfie original game 
WE SAY try a P166 with 32Mb, anrt a 3D card 

ni VM^r We're suckers for simplicity, 
'^^bUQM^ and there was nothing quite 
as straightforward as the 
original Incoming {PCZttGZ, 
90%). One of the first PC games to require a 3D card, 
it combined outstanding Technicolor visuals with a 
return to the days of pure arcade shoot 'em up 
action. Up, down, left, right, and fire: a game you 
could control from the joystick without engaging 
too much of the grey matter. 

It was clearly a labour of love for Rage, and the 
fact that they've endorsed Instant Access' mission 
disc speaks volumes for the quality of this title. The 
plot's totally redundant and plays second fiddle to 48 
new levels of adrenaline-inducing destruction and 
mayhem. As with the original (which you'll need to 
play this update), you get to control an army of static 



and free-roaming land, sea and air-based combat 
vehicles, each of which displays subtly different 
characteristics - from the manic and almost 
uncontrollable anti-aircraft guns to the sedate and 
lumbering fighter bombers. 

While there's some superficial variety in the 
mission briefs, they boil down to a good excuse to 
exercise your trigger finger in what is essentially an 
all-out tilasting frenzy. There are a few subtle and 
welcome innovations, the best of which is that allied 
forces assist you by joining the fray at critical points 
in the action, which is just as well because the 
enemy Al has been ramped to the max. To begin 
with the opposition craft gleefully meander into 
your sights with a lemming-like anticipation of their 
doom. But within a very short space of time the 
aircraft, in particular, deftly twist and dodge your 
attacks, adding tremendously to the challenge. It's 
incredibly addictive, and earning new craft while 
accessing later levels means it's rewarding too - 
a superb update of a genuine classic. 

Craig Vaughan 



BUNGHOLE IN ONE 

O El 9.99 • GT Interactive 

• Out now 



TECH SPECS 



MINIMUM SYSTEM Processor P1 33 
Memory 16Mb RAM SUPPORTS All 
major sound cards WE SAY Does alright 
on this minimum spec 

A Beavis & Butt-Mead crazy golf 
computer game? Mmm, It seems 
someone's had their thinking cap 
on at MTV Interactive. At first 
glance, things don't turn out as 
bad as expected, and Bunghole In 
One seems an unusual diversion 
for Beavis & Butt-Head fans in 
need of a fix. After some rigorous 
playtesting though, you soon 
discover that tiiis game has little 
longevity. Putting Uie ball is easy 
enough - simply click on it and 
drag to adjust speed and 
direction, Applying this simple 
action to the f 8 courses on offer 
is another thing entirely - most 
of them require more luck than 
judgement to complete on {never 
mind under) par, and after a short 
period of time the whole thing 
becomes incredibly frustrating. 
The speech is great for a while, 
but hearing "I just cut the cheese" 
for the fiftieth time does begin to 
grate. Even devoted Beavis & 
Butt-Head fans (like myself) will 
find little here to satisfy them. 

Paul Mallinson 



TECH SPECS 



MINIMUM SYSTEM Processor P90 
Memory 16Mb RAM WE SAY You won't 
need any more than that 

What's ttiis? Yet another half- 
baked Age Of Empires rip-off? 
Well... Actually... Yes. 

Before diving into the action 
you have to decide whether you 
want to play as a human, an elf 
or a greenskin (I prefer orange 
myself), before embarking on a 
20-mission campaign to conquer 
tiie titular Realms. 

Fourteen different units 
including archers, soldiers, 
warships and flying machines 
make up your species' ranks, 
and each unit can improve their 
strength, accuracy and armour 
ratings by killing armies and 
mythical creatures encountered 
on the way. Any characters still 
alive at the end of a mission can 
even be saved and used later. 

Aside from the rather 
unimaginative graphics and 
schizophrenic Al, everything 
else in Rival Realms seems to 
be in place. TTie interface is 
crisp, units can be selected as 
individuals or groups, and the 
S/mC/(y-style building/resource 
section is straightforward, if a 
little simplistic. Hardly vintage 
gaming, but it might keep you 
going for a few nights. 

Keith Pullin 



PCZVERDICT 



30% PCZVERDICT 



49% PCZVERDICT 



70% 
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SHORTS 
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ELIMINATOR 

O C39.99 • Psygnosis • Out now 



TECH SPECS 



MINIMUM SYSTEM Processor P1 66 

Memory ;i2Mb RAM SUPPORTS Mosl 
3D and SQund cards WE SAYA 3D card is 
essential Itecaiise i! looks poor in software 

Psygnosis' first PC title of 1 999 
turns out to be tliis little-known 
shoot 'em up, Eliminator, and by 
golly it's... erm...abit shit. It's 
similar in some ways to Ocean's 
Tunnel B1 (PCZttA8, 73%) and 
Acclaim's classic, Forsaken 
(PCZ#63,94%),inttiatyou 

zoom around narrow 
corridors, 
fighting 



The thing to 
do if you buy 
Eliminator: 
set Are to It. 




your way through wave upon 
wave of robotic monstrosities, 
picking up power-ups (which 
improve weaponry and top up 
your health) and taking on the 
obligatory end-of-level guardians. 
There are traps galore, doors to 
unlock and secret weapons to 
bolt on as you plough your way 
through to the end of the game. 
Unfortunately, Eliminatorhas 
none of the finesse of either 
Tunnel B1 or Forsaken and is a 
failure in almost every 
department. Graphically it does 
nothing new, musically it's bland, 
and gameplay-wise you're bound 
to tire of it after just a tew hours' 
play. All in all, the whole thing 
looks like a poor PlayStation 
conversion. Avoid. 

PaulMallinson 
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Weslem Front; a big Improvement on EastBrn Front. ■ Ttim-basad wargame lans won't be disappointed. 



WESTERN FRONT 



PCZVERDICT 



30% 



O 04.99 -Talonsoft' Out now 



TECH SPECS 



MINIMUM SYSTEM Processor POO Memory 1 6Mb RAM 

WE SAY More memorv speeds up tne number cainching 

Western Fronf boasts a 
battalion of improvements 
over the first game in the 
series, Eastern Front {PCZUS8. 
84%), It gives you the option of early/late French, 
British, US, Italian, Greek, Norwegian, Polish, 
Yugoslavian and Dutch forces on virtually any type 
of terrain, ranging from desert to wooded mountains. 
Covering 1939 to the end of WWII, if includes the 
battles and historical campaigns which look place 
in western Europe, Italy and Africa. 




New features include enhanced terain graphics 
- the level changes have finally been smoothed out - 
and a linked campaign mode with random scenarios. 
The new 'opportunity fire dialogue' enables you to 
tell your troops the range to fire at various targets, 
which is excellent for ambushes- There are various 
multiplayer options, plus play by email, and you can 
create scenarios from scratch using the editor. 

All in all, it's a visual feast for turn-based 
wargamers, with in-depth gameplay and lots of 
variety. Roll on Pacific Front. . . 

Andrew Wright 



H7VERDICT 



87% 



"UNPRECEDENTED PHYSICS 
AND FLI 
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"UP TO 40 BREAK-GF 
POINTS PER PLANE?' 






"BREATHTAKING 
3-D ENHANCED GRAPHICS?' 




"CHECK!" 

"90 SEPARATE MISSION 

IN 30 SCENARIOS WITH 

ADVANCED SQUADRON AJT' 



"CUSTOMIZABLE AND 
MULTIPLAYER DOGFIGHTS? " 



mnTinv!^ SHORTS 




Baz Nobble scores tor the 
Gladiators. The crowd go wild. 



-fe^ 



Damn, where did Tony Blair go? 



RAINBOW SIX: 
EAGLE WATCH 




O £1 4.99 • Take 2 Interactive • Out now 



TECH SPECS 



MINIMUM SYSTEM Processor P1 66MMX MemoiY 16Mb RAM SUPPORTED 

Hardware acceleration through DirectSD WE SAY 32Mb RAM and a 3D card are Fiigfily 
recommended 

Wyvf |K|^ Given the current trends in the gaming world, 
fMsttfJn. y°^'^ ^^ forgiven for thinking that this Rainbow 
Six{PCZm9, 89%) add-on pack was a bird- 
hunting conversion of a strategic action game. In 
fact, ttiere are five new missions for you to explore, eradicating terrorist 
ttireats in beautifully rendered real-life locations such as the Taj Mahal 
and the Forbidden City. Because of the recognisable environments and 
the fact that your actions affect world politics, whether it's the peace 
process in Northern Ireland or the human rights progress in China, the 
levels seem to take on a whole new dimension. 

The Al has been improved, so the terrorists will surrender if wounded 
and your men appear to have a little more initiative. On the other hand, 
your team still has a tendency to get stuck and face the wrong direction, 
while the enemy remains oblivious to gunfire until they've spotted you 
or been hit. There are also three new weapons and new multiplayer 
scenarios, where you finally ge\ to fight against each other. 

Five missions may not seem like much considering their linear 
nature, but they remain as replayable as those in the original. The 
graphics are noticeably better and the animation smoother. There are 
definitely some missed opportunities though, especially the lack of 
stealth missions, which provided the more demanding and involving 
aspects of the original game. The sense of danger and atmosphere 
really fades when compared to a game such as Thief: The Dark Project, 
(PCZ #72, 90%), which is a shame as it draws attention away from some 
of the innovations Rainbow Six introduced. And if our objective is 
safeguarding world peace and democracy, why are there no politicians 
for us to kill in the Houses of Parliament level? 

Mark Hill 




SAVAGE ARENA 

0£:34.99« Rage 'Out now 



TECH SPECS 



MINIMUM SYSTEM Processor P166 
Memory 1 6Mb RAM SUPPORTS Pretty 
much every sound card under llie sun 
ALSO REQUIRES 3D card WE SAY tt 
runs fine wilh these specs 

The game formally known as 
Deadball Zone (ow the PlayStation) 
finally makes it to the PC under 
the name Savage J^na. Tills 
futuristic sports game - a cross 
between Speedbail {ancient 
Amiga sports game) and British 
Bulldog (ancient schoolyard 
fighting game) - is a graphically 
flash variant of netball, but with 
lashings of needless violence and 
light trails to spice things up a bit. 

Overall, it's not a bad effort 
once you've got the hang of the 
numerous button combinations 
and start scoring, but there's a 
'generic' feel about the whole 
game that fails to generate the 
kind of 'just one more go' 
enthusiasm it needs to make it 
worth recommending. Despite 
the responsive gameplay, play 
options and (rather sparse) 
management features, Savage 
Arenefs faceless players (Gimball 
Tapeworm and Benny The Mad 
anyone?) and lacklustre 
atmosphere ultimately result 
in a rather average gaming 
experience. 

Paul Mallinson 




O £1 9.99 • GT One Stop • Out now 



TECH SPECS 



MINIMUM SYSTEM Processor P1 65 Memory 1 6Mb RAM SUPPORTS Wl major 3D 
cards through to Direr:t3[) WE SAY Gel a 3D card, tiglit arse 

'NFK' is short for Na^ral Fawn Killers, if you hadn't guessed. "Born free, 
shot dead", as the 'hilarious' literature boasts. Yet another in the recent 
flurry of hunting tifles, WW takes a refreshingly unique approach. Rather 
than endlessly squatting in a thicket waiting for an unfortunate elk to 
wander into view, you can simply have the bastard with a chaingun. It 
doesn't shirk on the claret either, the cartoony style belying the 
Incongruously gruesome reality. Heads fly off, limbs are severed, and 
blood gushes freely as dumb animals die in pain. 

Firmly entrenched in the realms of noveltyware, it would be easy to 
dismiss WW as ttie gaming equivalent of Joe Pesci's Christmas album: 
hilarious in theory but ultimately grating. However, the gameplay is 
actually quite finely balanced. With each level played against the clock, 
it can be a close-run thing, with time running out as you search 
desperately for a final kill with which to fill your vat of blood. You soon 
get sucked in and find yourself cursing an innocent fawn on the basis 
that it didn't die immediately, preferring to scamper off with jets of blood 
gushing from its wound. And if you can't think of any swear words, the 
game features a couple of its own, albeit bleeped out lest they cause 
offence (unlike the merciless slaughter of wildlife). 

Unusually NFK is actually an improvement on the games that it 
seeks to spoof, proving more playable than either Deer Hunter (PCZttm, 
27%) or the woeful 3D Hunting: Grizzly (PCZtt72, 36%). It even throws 
some dinosaurs into ttie mix. However, it's still hard to envisage anyone 
paying money tor it: this is the sort of thing shareware was Invented for. 

Steve Hill 



\^. VERDICT 



86% P(2VERDICT 



50% PCZVERDICT 



45% 
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QUAKE II: 

EXTREMniES 



O £1 4,99 • ActivJSion • Out now 



TECH SPECS 



MiHIMUM SYSTEM Processor P 1 33 Memory 1 6Mb KAM SUPPORTS Most 3D and 
suii[icJ cdr Js ALSO REQUIRES A cupy ol Ouakt; II 

Kosher and iD-authorised, this is a suite of desirable Quake //add-ons 
divided into three sections: mods, maps and skins. The latter two are 
just fillers, it's the mods you're paying for. There are team play classics 
like Capture The Flag and the quite nice Jail Break (when you die you 
end up in jail and your team mates have to try to bust you out). Then 
there are duelling packs like tfie amusing Rail-Arena (railguns only) 
and the popular Rocket Arena 2. But by far the star add-on is the very 
essential EraserBot, which pite you against some far-too-clever 
computer deathmatch players. They hog weapons. They snipe. They 
rarely miss. And they can even 'rag on you', except, of course, it's in 
American ("You suck!" "You blow!" etc). 

A booklet would've been handy, since most mods have a wealth of 
configurable items. All in all. if you play Internet Quake //you'll probably 
have downloaded the fashionable accessories already. Worttiwhile only 
if you're looking for a new thrill or your phone bill can't take it anymore. 

David McCandless 



PCZVERDICT 



75% 





Master Realistic Flight and Damage Models 

tip 10 40 break-off point! per piane offer reilisuc aWmn 
'> detection. Engines get knoded out, parts are shot off jnd torn 
fuselage flutters in the wind, realiiiiall]' atterimg <1igfii dynamin. 

Snrrive Brutal WWII 
Scenarios 

Take on 90 separate missions in JO 

. wth advanced squadion A.I,: aggression. i9f)itf. ' 

, skill and sanily-even individual gunner posiUDns 

reaa independently. 

L 

Continue the Unrelentiag Battle 

ing leU you change positions in a plane or swinh planes 

tjffaAnn mid-dogfighi Use At drag-and-drop llssiOD 

r io easily create single-player scenarios vndi waypoino, 

targets, plane A.1. and win (onditions 

i 

Challenge Foes in Moltiptayer 
Dogfights 

' — Fly solo or go up againsi fnends in 
'illiplayer dogfighis via [AH or Internei 





95/9S CD-ROM 



"ULTRA-REALISTIC 
WORLD WAR II FLIGHT SIMULATOR?' 

"CHECK!" 





?nM,=^ 
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THE SCBEAMIN' DEMONS OVER EUROPE 

Face the grim realities of World War II. 
Feel the shudder of shrapnel piercing 
fuselage. Eye the torrent of smoke and 

. shattered parts trailing from your -.^ 
engine. And {ust try to make it b 
base alive with a sheared-off wing. 
Fighter Squadron: The Screamin* Demol 
Over Europe delivers combat so real, 

: you'll think you were there. 



Aciivision IS a legislBfod Irademaik and Fighter Squadran: ri;^ Si reamm Demons Over Europe is a trademaik of Aciiwsion, Inc. © 1399 AcHvision, Inc. 
Paraotl is a trademark of Parsoft interactive. All rtghts reserui, . "OI otfiar trademarks and trade names ate the properties of the" respeclme owners. 



www.adivisioit.coiii 
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BIIDGETZONE 

You couldn't exactly call Activision's new range of classic re-releases 'budget' 
titles, but in the great scheme of things they're definitely worth a butcher's 

O MAN WITH AN EYE FOR A BARGAIN Jeremy Wells 



P] 



O**,.. And we're 
going to be known 
as New Romantics." 



JEDI KNIGHT/ 
MYSTEMES OHHE SI 



O £29.99 • Aclivision/LucasArls • Out now 





TECH SPECS 



MINIMUM SYSTEM Processor P75 Memory 16Mb RAM WE SAY 30 accelerator card recommended 

PH^^K IP Although not as technically impressive as Quake ll{PCZif59, 
^MmwOIL ^'°'''')' ^^^ ^^^"^' *° ^'^^ original Otwm-klller that was Dark 
Forces (PCZ #24, 95%} was light years ahead In terms of 
. storyline and plot development. 

Assuming the role of Jedi knight In the making Kyle Katarn, 
you must tjatlle with stormtroopers and various Mos Isley cantina denizens. AT-ATs and evil 
Jedi warriors over varying terrain, which ranges from collapsing star cruisers to huge 
maze-like aqueducts. 

Although the levels are quite sparsely populated, they're extremely well-designed, and 
you have to excel with your blaster and lightsaber and concentrate on developing your 
Force powers to progress through each level with enough energy to make it to the end. And 
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A Tbmb AsAtef-style third-parson view comes in handy wtien leaping from plattarm to 
narrow ledge and waving your lightsaber. 



those who can't face playing another Quake clone will be pleased to hear that there's also a 
Tomb ffa/tfer-styie third-person view that comes in handy when leaping Irom platform to 
narrow ledge and waving your lightsaber. 

LucasArts obviously listened to the minor criticisms that were levelled at Jedi Knight, 
because the Mysteries Of The Sitfi mission pack that was released a few months later is 
better still. The animation is tighter, the weapons have more punch and the levels are 
detailed and densely populated. Where else can you run around a 'living' city with a 
lightsaber and meet a giant rabbit? 

It may not be in the same league as the more recent Half-Life {PCZ #71 , 95), but at this 
price this double pack is a must-have for Star Wars fans with a penchant for top-quality 
first-person shoot 'em ups. 
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It may look the mutt's nuts, but 
Shadows lacks the depth and 
long-term appeal of TIE Fighter. 



STAR WARS: 
SHADOWS OF THE 
EMPIRE 

O £1 4.99 • Activision/Classjc 
LucasArts • Out now 



TECH SPECS 



MINIMUM SYSTEM Processor P1 33 
Memory 16Mb RAM ALSO REQUIRES 

3D accelerator card 

This hardware-only release might 
not be in the same league as the 
excellent X-Wing (PCZn, 88%) 
or 77ff/ff/Jtef(PC2'#18,94%),but 
that's not to say that the game 
should be ignored. 

The graphics, music and 
sound effects are so buffed it's 
almost like being there, and wlien 
the music kicks In it's almost 
Impossible for any Star tVarefan 
to stop the hairs on the back of 
their neck from rising. Those used 
to the freedom and attention to 
detail found in X-Wing Vs TIE 
Fighter {PC2tt52, 89%) might find 
the game lacking in the brains 
department; suffice to say that 
Shadows Of Ttie Empire is 
essentially just another arcade- 
style shoot 'em up, albeit a very 
pretty and polished one. 

It you're Star Wars mad and 
have to own everything to do with 
Han, Luke, Chewy and co, you'll 
probably be Impressed enough 
with Stiadows, but if you crave 
the depth of the excellent TIE 
Fighteryou'W probably be left 
wanting more, One for your little 
brother, it's more like Retyel 
AssaultiPCZm 1 , 93%) than Jedi 
KrwffW(«y#55,94%). 



Monkey 1, 2 and 3: now together H Prepare to be charmed, 
as a super-value three-pack. H perplexed and confounded. 



THE MONKEY ISLAND 
ADVENTURE PACK 

O £39.99 " Activision/Classic LucasArts • Out now 



TECH SPECS 



MINIMUM SYSTEM Processor Pi33 Memory 32Mb Note Specs lor Monkey 3q<\\^ 

Although the first two games in this multi- 
pack are looking decidedly long In the tooth, 
they are both classic games In their own 
right. In terms of plot development, 
storyline, characterisation and game design 
they are In many ways yet to be bettered. If you can ignore the dated 
VGA graphics (and once you start playing you become so absorbed that 
you will), you soon discover why developers LucasArts are so revered 
when It comes to adventure games. 

The Curse Of Monkey IslartdiPCZitSS, 92%) is the third and most 
recent game of the series, and successfully marries all the humour, plot 
twists and puzzles of the first two games witti lush hi-res graphics and 
animation. Purists maintain that in bringing Guy Threepwood and co up 
to date the series lost much of Its charm and appeal, t}ut any true fan of 
the Monkey te/a/id adventures would argue that to be absolute nonsense. 

Although Monkey 3 is also available separately at a knock-down 
price. If you don't already own Monkey 1 and 2you'd be a fool not to 
get this super-value three-pack. Then book at least three weeks off 
wor1( and prepare to be charmed, perplexed and confounded In the 
nicest possible way. 




It's a shame that 
Outlaws was 
released during 
the period that the whole world 
was going Quake (PCZU3, 96%) 
crazy, because It didn't really get 
the credit It deserved. 

Although it looks decidedly 
dated compared to the latest 
breed of first-person shoot 'em 
ups. It's clean enough when 
running In hl-res with the help of 
a 3D card, and it's surprising how 
well the revamped Dark Forces 
(PCZi^^, 95%) game engine 
stands up some three years down 
the line, The music and sound 
effects deserve a mention too. As 
you stroll down the dusty street 
your foes actually jibe and taunt 
you, adding to the atmosphere 
immensely ~ something which no 
other first-person shooter has so 
far picked up on. 

In terms of gameplay there are 
few surprises, although the 
facility to pick out your target with 
a telescopic sight, and the fact 
that you really have to use the 
cover and choose your weapons 
carefully to get through a level, 
mean that you have to think 
before you move and shoot. One 
can presume that the developers 
of the excellent Half-Life (PCZ 
#71 , 95%) were not immune to 
Outlaw^ charms. 

It's quite difficult to 
recommend a game that's clearly 
so dated when there are so many 
more recent and excellent first- 
person games available, but at 
this price Outlaws Is definitely 
worth considering. 
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Time to test your battle tactics. 




STAR WARS 
SUPREMACY 

O £29.99 -Activision/Classic 
LucasArts • Out now 



TECH SPECS 



MINIMUM SYSTEM Processor POO 

Memory 16Mb RAM 

While LucasArts make us wait for 
Force Commander, the Star Wars 
strategy game that everyone 
wants, they've cunningly re- 
released their rather specialist 
strategy game set within the Star 
Wars universe, 

Be warned: 5farlVafS 
Supremacy is nothing like the 
CXC-meets-Luke-and-Leia 
experience that every gamer is 
craving, but a rather complex 
strategy game of tactical warfare 
and exploration. More akin to 
Masters Of Orion {PCZm 1 , 72%) 
than to Command & Conquer (PCZ 
#28, 95%), It's a reasonably well- 
presented affair that includes 
many of the characters and units 
from the last three films. The pull 
of sending Luke off on a recce 
mission and Han Solo to desfroy 
an Imperial base may be too 
strong for some fans to resist, but 
many will find the format a little 
on the dull/formulaic side. 

It's not that Supremacyis a 
bad game, just that it's not a 
particularly good one, and there 
are better examples of the genre, 
such as Masters Of Orion, 
available at a similar price. 
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90% PCZVERDICT 



80% PCZVERDICT 



65% 
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IH:Z REVIEWS FIRST-PERSOK SHOOT' 
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BLOOD H: THE CHOWI 
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JEW miSHTMtSlkHIki OF THE SlTJt ^/f^fSS" 
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KUHGOM: HOKOint BWUO 



Take six angry men, stick them in a 
pub and ply ttiem witti alcoliot and 
ctieesy nachos. Tlien ask tiiem 
wliicli is the best 3D shooter ever 
made. Things could get messy. 
Taking notes: Richie Siioemalcer 
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OPHDTOGRAPHY Phil Ward 
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s PC owners 

, lucky bunchi 
be a grand down on 
tfte unwashed mass of 
isole owners, but 
■ffiafs the price you pay for a 
piece of kit that runs some of the 
best games in the world. While 
Nintendo (War/o-nettes wax 
lyrical about their one and only 
shooter, GoldenEye, and 
PlayStation pikeys wait for their 
version of Quake II. PC owners 
can reel off a whole list of titles 



in most respects puts them 
I shame: SiN, Unreal, Quake 
//to name just a few. 

However, to form a cohesive 
argument with which to batter 
theirjuvenile faces, we must 
decide which game is the best 
A year ago it was clearly Quake 
II. but since then it seems we've 
been swamped by clones, each 
one boasting a slew of new 
features. Working out which one 
surpasses all the others isn't as 
easy as you'd think, and trying to 






O L to R: David McCandless reviewed Jedi Knight [PCZ #55, 94%) and Quake II [PCZ #59, 97%) O Charlie Brooker reviewed Unreal [PCZ #65, 93%) O Paul Mailinson reviewed Jedl Knight: 
Uysteries Of The Sith {PCZ #62, 95%) O Richie Slioemaker reviewed Shogo: Mobile Armour Division (PCZ #71 92%) and Blood II [PCZ #72, 88%) O Chris Anderson reviewed Chasm: The 
RItt (PCZ #57, 65%), but tliat was crap, so we haven't included it here O Steve Hill reviewed Kllngon: Honour Guard [PCZ #68, 94%), SiN [PCZ #70, 91 %) and Half-Life {PCZ #71 , 95%). 
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come up with the runners-up is 
an even worse nightmare. But 
we did it. Friendships became 
strained, fists flew, blood flowed 
(as did the beer). We could have 
argued all night. In actual fact, 
we did. Read on... 

BLOOD II: THE CHOSEN 

Richie: After playing Blood{PCZ 
#53, 84%) so much I was really 
looking forward to the sequel, but 
after Half-Life it does seem 
somewhat basic. 
Charife: S/m/ //didn't really 
appeal to me, but then I didn't like 
the first Blood. tfa/M/fe slowly 
builds up the tension, and ttie 
horor element comes out quite 
naturally, but within the first three 
seconds of S/ood //there are guts 
and limbs flying about 
everywhere. 

Macca: Blood had some nice 
ideas in it. The weapons were 
good. It was a bit Duke Nukem 
(PCZ#40, 93%) and it had those 
really brilliant monks. And you 
could set fire to things, which 
was always nice. 
Richie: The fact that you've got 




four characters to choose from 

and over 20 weapons lends the 

game massive scope. But it 

could've been a lot better. They 

should've kept the monks. 

Macca: It's going to be better 

because it's got a way superior 

engine. But (s the gameplay better 

underneath? I don't think so. 

IWacca: The characterisation 

seemed very unrealistic. 

Compared to Half-Life, which is 

inevitable, the animations - the 

way people die - is very Shogo 

(PCZ#71,92%). 

Chris: But Shogcfs quite 

colourful; Blood Its just a bit. . . 

crappy. 

Mallo: What I liked in particular 

was they way they used the 

engine to direct the cut-scenes. 

Macca: Yeah, but it was so badly 

directed. 

Steve: It was skid. It was like 

You've Been Framed. 

Ctttis: Even though Blood Hand 

Shogo share the same graphics 

engine, Shogo was much better 

graphically. 

Richie: I wouldn't go that far, but 

it works better for Shogo because 
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of the Anim6 style - 

it really works on 

that engine. The 

models are skinnier, 

butinS/f70(///the 

characters are a little 

too matchsticky. In 

Unreal iPCZitG5, 

93%) the characters 

go the other way - 

they're far too beefy. 

Mailo:Whatltoundin 

e/ootf//wasthatit 

wasn't that scary. Not 

as scary as something 

like Half-Life or Quake 

II I thought it was 

meant to be a horror 

game. Having said that, 

the weapons are cool. I 

like the dual weapons. I 

Macca: Yeah, but you can 

double up almost 

everything. It gets bloody 

ridiculous. 

Richie: But you can drop 

one of them if you only 

want to carry the one pistol. 

Macca: Well maybe I don't want 

to drop one of them. 

Richie: Well, then maybe you're 

^Within the first three 
seconds there are 
guts and limbs flying 
about everywhere^ 

CHARUE ON BLOOD II: THE CHOSEN 

being bloody ridiculous. 
Chris: I couldn't really get into it. 
It didn't grab me after the first 
couple of levels. 

Richie: It does take a white, but it 
picks up pace later on. That demo 
they released was awful though - 
they picked two of the worst 
levels. 

HALF-LIFE 

Maiio: Go on, Macca, you've 
been spooging about Ha/^ 
/./fe for the past two 
months. 

Macca: Because it rocks. 
It's f'king brilliant. It's the 
best game I've played for 
years. It's how games 
used to be. I was doing 
some sections over and 
over again because it's 
just so different. 
Maiio: That's 
hypocritical. How can it 
be different if it's how 
games used to be? 
Macca: What I'm 
saying is that if you've 
played a 3D shooter, 
you can play through 
them and the 
challenges that 
present themselves 
are all predictable. 




With Half-Life 
you haven't got a clue what's 
going to happen next - like the 
first time you played Doom (PCZ 
#1 3, 96%). Every few metres 
something amazing happens. 
The whole tiling is a series of 
challenges that keep on 
developing. It's brilliant. 
Steve: Half-Life has that 
atmosphere that makes it scary. 
The intelligence of the game and 
scripting all add up to make it 
frightening. You feel like it's going 
to rape you. 



Charife: And the 
weapons are pretty cool. I like the 
crowbar. I like the fact that you 
can kill people very quickly with 
a blunt instrument. 
Maiio: The enemies are very 
inventive in the way they try to kill 
you. They work together, Mirow 
grenades... 

Macca: It all works in tandem 
with the storyline. It's a real-world 
setting, which is always brilliant, 
looks unique, and the storyline 
pushes you forward. You are 
genuinely interested in what goes 
on around you. You can arbitrarily 



kill the scientists, but in the end 
you don't want to because they're 
your friends. 

Steve: In your case, your only 
friends. 

Chris: I remember when Half-Life 
first came into the office. 
Everyone was stunned just by the 
intro. It has that kind of 
involvement, where even 
spectators become interested. 
It's a cinematic experience. 
Maiio: That sequence where ttie 
machinery starts going up and 
then itall goes black... 
Macca: Oooh, were you scared, 




FIRST-PERSON SH 



Mallo? Did you cry? 
Mallo: You are forced into certain 
situations ttiat make you explore 
areas you wouldn't normally look 
at. You're thrown into new 
situations all the time. It scares 
the life out o( you. 
Charlie: Half-Life is the best 
game I've ever played. Better than 
Zeldaon the N64. It's so good I 
feel embarrassed for anyone else 
working on a game - they might 
as well delete it. I've been having 
dreams about Half-Life, and that 
only happens when a game is 
exceptional. It's hard, but not in 
an unfair way. It's f'king brilliant. 
Chris: With Qual<e /and // 1 never 
felt anything revolutionary had 
happened to the genre. When I 
played /^a//-L/f<?l felt like I did 
when I first played Doom. 
Richie: But on the negative 
side... 

Steve: What negative side? 
Go home. 

Charfie:AII the scientists have 
the same voice. Apart from that 
there's nothing else bad to say 
about it. 
Macca: I'm going to the bar. 

JEDI KNIGHT/MYSTERIES 
OFTHESITH 

Mallo: Jedi Knight- what a 

f**king great game. 

Richie: Superb value now they've 

released it with the add-on pack. 

Macca: Whooo! Hang out the 

bunting! 

Steve: Hold ttie front page! 

Mallo: Thirty quid though! 




/'aV 




Ctirts: It is good value, but 
next to Half-Life it doesn't 
look all that great. 
Chariie: I didn't like the look 
of it from the off. It seemed a 
little too artificial. 
Macca: I don't care, 
gameplay is everything. 
Richie: It still plays superbly. 
It's 5far Ware, for Christ's 
sake. It's the only one Wiere 
is and that's all you need. 
Mallo: It's still got some of 
the best level design I've ever 
seen. The music can't be 
bettered in any game of this 
sort. 

Macca: Yeah, it's got an 
advantage there though. 
Mallo: Okay, the colours are a bit 
crap and some of the modelling's 
not that brilliant, but when I 
played it I was totally immersed. 
Lights off, sound turned up full, 
scared as shit. . . 

Macca: You gel totally immersed 
when you go to Ifie toilet. 
Mallo: I had a great time. I just 
couldn't put it down. I was up 
until four or five in the morning. 
Macca: Yeah, but you can never 
put it down when you go to the 
toilet. 
Mallo: There are comparisons to 
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be drawn there. . . but I think that 
some of the level design is the 
best I've ever seen. I'm scared of 
heights and I was genuinely afraid 
of falling down some of those 
bottomless pits. 

Macca: Oh my god, how pathetic 
does that sound? How can you be 
scared of heights inside a game?! 
Steve: Pull yourself togetiier, man. 
Richie: It was exactly the same 
with me. Vertigo sufferers must 
face their fears. 

Macca: Well I'm scared of guns 
and being shot, but you don't see 
me running away screaming in 
multiplayer games. 
Mallo: You reviewed it, Macca, 
you gave it 94 per cent. What do 
you think? 

Macca: Did I review it? I must 
have wiped it from my memory. 
No, I really liked it. I found it really 
exciting. It was very immersive, 
but I have to agree with Chris that 
its engine and looks have dated. 
Gameplay-wise though, it's still 
impressive. 



Chrts: When Jed/ 
came out it was really exciting, 
because Unreal, S/fl/and Quake II 
still hadn't appeared. 

Given that you can walk into a 
shop and choose any of these 

^rm scared of heights 
and I was genuinely 
afraid of falling down 
some of those 
bottomless pits^ 

tMLLO OH JEDI KmCtm 
MYSTERIES OFTHESITH 

games, how much would you 
want to recommend it to people 
above Half-Lit^ 

Mallo: I'd still play it, and the leap 
from Jedi Knight\a Mysteries Of 
The Stth is pretty great. I played 
SIth all the way through and it 
was bloody difficult. At no point 
did I throw my mouse down in 
anger Well, maybe I did, hiA at no 
point did I not want to complete it. 
Richie: I think Sith was too 
difficult. But it's a mission pack, 
and if you've completed the 
original missions you'd want 
something a bit more challenging. 
The puzzles are certainly a step 
up from Jedfs, almost a whole 
new game in some respects. 
I\^ultiplayer was good as well. 
Macca: I thought multiplayer was 
shit. The testament is: are we 
playing it now? No, we're not. 
LucasArts have never created a 
good multiplayer game. To them 
multiplayer is just window 
dressing, They're in ttie business 
of making great single-player 
games. 
Mallo: But we played it and I quite 



liked it. The 
Force powers added 
quite a bit to it. 

Macca: And there's no blood in it. 
Steve: What, you need blood to 
play a game, do you? There was 
no blood in Star Ware, SfarWareis 
a f**king cartoon. 
Macca: Don't you touch Star 
Wars. StarWarsis the most 
important thing in my life. 
Mallo: I can't believe you're so 
against it after loving it in your 
review. Jedi Knight was a 
massive leap from the original 
Dark Forces {PCZtiZA. 95%), more 
so than Half-Life is to Jedi Knight. 
Macca: I was a different person 
then. A lot of things have 
happened. Anyway, we're looking 
at these games from today's 
perspective: if you go into a shop 
and you've got 30 quid, which 
game should you buy? Which one 
is the best? 

Mallo: Even today this is my third 
choice out of all of these. 
Macca: But it's not your first, so 
shut up. 
Richie: But a lot of people may 




already have Quake Wand Half- 
Life. Maybe they want the next 
best thing? 

Macca: You can't say that Jedi 
was a major leap forward from 
Dark Forces, because that's 



irrelevant. What matters is the 
quality of the game now. 
Chris: So if you've got 60 quid to 
spend on two games, is Jedi 
Knight going to be one of them? 
I'd say no. 
Mallo: Possibly. 
duls: Well that's helpful. IVIore 
beers, please... 

KLINGON: HONOUR GUARD 

Chris: Mngon- Steve, justify 

yourself. 

Steve: It's a question of timing. It 

was lucky to come along before 

SiN and Half-Life. 

Mallo: The coloured lighting was 

excellent, it really added to the 

atmosphere. 

Macca: Who gives a shit about 

coloured lights? It's not a feature. 

Unrealhati the words 'coloured 

lights' on its box. 

Steve: IVIadmen have coloured 

lights in their head. Christmas 

trees have coloured lights. . . 

Mallo: So what else has it got 

going for it if not coloured lights? 

That's the only thing I can see. 

Macca: It's Star Trek. 1 love Star 

^Ifs the best game 
I've played for years. 
Ifs how games 
usedtobe99 

MACCA ON HALF-UFE 

Trek, ft's probably the best Star 
Trek game ever Isn't it? 
Steve: At the time I loved it, but 
that's the nature of the beast. 
Within three months I tiiought 
it looked silly. 

Richie: I think it looks pretty 
good, the fact it's Star Trek'ts 
good, and the dagger - whatever 
it's called - is a great weapon. ' 
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9 But the level design is pretty poor 
and the Al is bog-standard. 
Steve; There are loads of great 
little things about it -the 
botmatch, the gravity boots - 
but it's limited by the Star Trek 
licence. You can't kill any of the 
Federation or take over the 
Enterprise. A missed opportunity. 
Macca: Loads of nice touches but 
very little substance. Singing and 
dancing, but not very well. 
Mallo: It'll sell well in Germany 
Is it a victim of progress? 
Macca: Possibly, yes. 
StevK I played it tor a week and 1 
enjoyed it. It I'd have bought it I 
might still be playing it I really 
didn't think that Half-Life was 
going to come along and piss on 
everything else the way it did. 
Mallo: Are we embarrassed about 
giving it the score that we did? 
Chris: No, I'm more embarrassed 
about giving UnrealVt\e score that 
we did. Klingon is better than 
Unreal, and the only way we could 
get that across was by giving it a 
higher score. 

Richie: The difference behveen 
Klingonand l/nriea/ is that 
Kllngoifs level design isn't 
particularly great, but it's faster 
paced than Unreal. You progress 
quicker. There's none of that 
looking around at insects that you 
get in Unreal, it's far more 
action-orientated. 
Steve: You're running 
about, your heart is 
beating like mad. What 
else do you want? The FMV 
is good, well-produced. You are 
a Klingon. Some people actually 
like that. 



Hands up those wtio 
want to be a Klingon. 




^You can't kill any of the Federation 
or take over the Enterprise. 
A missed opportunity^ 



STEVE OH KUMGON: HONOVR GUARD 



Charile: I didn't And I don't 
like you either, Steve. You're a 
complete twat. Klingon is just like 
Unreal but with worse actors, 
Richie: Can we have a piss 
break? 

QUAKE II 

CiMis: I really didn't enjoy Ouake, 
and I thought Ouake //was going 
to be so much better. It was a 
good game but I just 
don't think it was as 
revolutionary 



as people 

thought at the 

time. People just 

thought: it's iD, it's 

their new engine, it must 

be good. 

Charlie: I really liked Ouake, so I' 

stand by Quake II. But there's too 

much orange. 

Macca: Quake was flawed, but 

the question is; is Quake II still a 

good game? I think it is. 

Mallo: It's got great atmosphere, 

and I was scared shitless when I 




first played 
both Ouake I 
and //. IMaybe I'm 
easily scared? 
Macca: You're a poof. You'd be 
scared by a bloody spider. I think 
you should be wearing a wet suit 
with the bum cut out. 
IHallo: A lot of it was to do with 
the sound. You could recognise 
the monsters growling around ttie 
corner. 

Macca: Some of the level design 
was brilliant. It's very easy to pan 
it in the advent of Half-Life, but it 
still plays exb'emely well, tvnii as 
a network game it's still great. 
Mallo: Ttie level designs were 
excellent and the balance of 
weapons is the best we've seen. 
Macca: They are good. We should 
all have the railgun in real life. But 
in Half-Life most of the weapons 
are useful in a deathmatch 
situation. In Ouakellihere are a 
couple of weapons which are just 
a waste of time. In Half-Life, as 
with Doom, if you're good you can 
take anybody out with any 
weapon. 



Macca: The ending 
was shit and the end monster 
was pathetic. Ttie plot was 
slapped on at the last minute. 
Ouake //was the last of its kind 
in that respect. We're more 
sophisticated now, but it's still 
a good waste of a weekend. 
Mallo: Especially with the 
mission packs. But there was a 
missed opportunity with level 
design. You should've been able 
to team up with survivors against 
the sfrogg. 

Macca: And kiss them, maybe? 
A homosexual mission pack for 
Quake lf> The fact is that if you 
buy Quake II, you've got a whole 
world of patches, levels and total 
conversions. It's got infinite 
longevity. 

Chris: There are two things to 
remember about Ouake It the 
single-player game is boring, but 
with everything that's available 
from the Net it's great value for 
money, if nothing else. iD make 
average games but exceptional 
3D engines. 
niacca: The single-player game is 



<i^The single-player game 
is boring, hut with 
everything that's 
available from the 
Net it's great value 
for money99 



CHRIS ON QUAW/r 



Richie: I never finished single- 
player Ouake II because I got 
bored. I haven't touched single- 
player for a year. Now, with Half- 
Life around, I don't even play 
deathmatch anymore. Quake II 
is dead. 




no/ boring. It's been surpassed, 
but that doesn't mean it's shit. It's 
engaging, and if you want to get 
anywhere in the world of 3D 
shooters, especially multiplayer, 
you have to look at Ouake IL 
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We've been playing it for over a 
year, almost every day. Will we be 
saying the same of Half-Life ttiis 
time next year? After Quake III 
and Duke 4Evef> I think not. 

SHOGO: MOBILE 
ARMOUR DIVISION 

Mallo: What Itie hell does 'Shogo' 
stand for? 

Richie: 1 haven't got a clue. 
Macca: They should've called it 
Tenko. With a host of women and 
DavidYip kicking about. 
Mallo: I thought S/)Od(^s 
graphical impact was great - the 
explosions were spectacular. Tfie 
LittiTech engine lends itself well 
to that visual style - quite flat, 
paslelly and bright. The engine 
didn't fit quite so well to Blood II, 
which was meant to be dark, but 
with Shogo it gelled really well. 
Steve: The music was incredible; 
that theme tune was so 
unsuitable. And then there's 
people's heads being blown off in 
the background. The first mission 



The first was the cool 
Mecha levels where you 
could stamp on those little 
blokes, although it wasn't 
convincing all the time. 
Secondly, the dialogue was 
actually quite witty. 
Richie: You've got the 
Wec/jlVamor-style play and 
the Ouafce-style controls. 
There's a completely different 
feel to each thanks to the two 
sets of weapons, even though 
the gameplay is practically 
identical. 

Charlie: I've never been a big 
fan of Mechs, they're for people 
who feel inadequate in their 
physical shells. But I love the 
Anime influence. 
Chris: There's variety that you 
don't usually get in this type of 
game. 

Macca: Variety doesn't have to be 
new weapons or enemies though, 
it should simply be the situations 
you find yourself in. Saying that, 
the setting and the graphical style 




^The thing about Shogo, 
above Half-Life, is 
the frenetic pace. 
I couldn't stop 
playing it^ 

RICHIE OH SHOGO: 

meti£MuouR onnsiOM 

was like going to work. I stopped 
playing it, it was like a job 'em up 
- you get told off by your boss. In 
Waff-/jfeltdidthiswell,buttn 
Shogo I was t}ored and started 
killing people for fun. I didn't have 
the patience for it. 
Macca: If you'd bought it you 
would. There are hvo 
things that struck me 
about the game. 




are different from other games. 
The in-game cut-scenes are 
actually quite good. I'm not sure 
about the weapons though. 
Richie: TTie weapons are superb, 
especially with the 



smoke effects. There's a 
level where you begin in a Mecha 
on one side of this heavily 
defended bridge and you have to 
bring all your ordinance to bear on 
troops, tanks and enemy Mechas. 
You just keep shooting away and 
everything becomes clouded in 
debris and smoke - you're just 
blindly firing into rolling clouds of 
debris. I'm not saying it's realistic, 
but no other game recreates the 
confusion of war so well. 
Macca: Do you get out much, 
Richie? 

Richie: The thing at»ut Sho^, 
above Half-Life, is the frenetic 
pace. I couldn't stop playing it. 
Macca: But with Stiogo you're 
storming through the countryside 
in a bloody great robot suit. In 
Half-Life you're crawling through 
tunnels, outnumbered and 

outgunned. It's a slower, 



- ^>-- 




scarier process. Is it 
better or worse? I don't know. 
Richie: It's not a case of being 
better, S/iogojust gripped me 
more. When I finished Half-Life, I 
thought "yeah, great game". 
When I finished Shogo \ wanted a 
sequel right away. My heart was 
pumping all the way through the 
game. I should have died. 
Steve: I wish you had... 
Mallo: Another thing is the swarm 
of infantry running around your 
feet. They can be hard to locate 
and you've got to watch the little 
rocket trails. 

Macca: One negative point is that 
the sense of scale they've created 
doesn't always work. The cities 
look like Doom levels with 
window textures on the walls. 
Richie: In Half -Life you're playing 
a part in your favourite film, in 
5/10(70 you're playing a part in 
your favourite Anime cartoon. 
Steve: I havent got a favourite 
Anim^ cartoon. I saw Akira 
once, but that's it. 
Mallo: One problem is that 
the enemies t,<jn i notice you 
until you get really close. 
Richie: They dont have a line 
of sight, more like a sphere of 
influence. You can take out 
one guy and the one next to 
him won't even budge. 
Multiplayer was good though, 
especially if you try out the 
Mecha levels. It's a shame you 
can't have humans versus 
Mechas though. After Half-Life, I 
think Shogo is the best 3D game 
out at the moment. Easily better 



^•There's an 



Real-world environments 
In SIN. Which Is nice. 



Besponslble for the excellPnt c^ — 
Shooter «rfH«e only failinc kT ^^ ^° 

«!«"«!-A«-«^rwrr-^ I unnervingglee 
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violent99 



than Quake II, single-player at 
least. And halfway Hirough the 
game you're asked who you 
fancy, your ex-giritriend or your 
boss's daughter. It's cheesy, but it 
fits in with the whole style of the 
game. It's refreshing. 
Macca: I don't want to be asked 
who I fancy in the middle of a 
bleeding game. I play games to 
escape that kind of crap! 
Steve: I play games to escape 
your kind of crap. 

SiN 

Chris: I think S/W is faking 
brilliant. Before I played Half-Life 
I thought that 3D shoot 'em ups 
just weren't my thing. I didn't like 
Quake //and I thought there was 
something wrong with me. I loved 
Duke 3D, but it was only Half-Life 
and SiNtUal made me realise that 
I do like these kind of games; I do 
love running around shooting 
people in the face. What SiNUss 
that Quake II lacks is loads of 
open environments, It's a 
gorgeous-looking game and has 
lots of real-life buildings and lots 
of stuff you can identify with that 
you don't normally get with this 
type of game. 

Charile: It's nice and colourful. 
Mallo: And the head shots count 
for a hell of a lot. They don't worit 
neariy as well in any other game. 
Richie: True, but I can't bear the 
game. I hate the characters. I hate 
the voice-overs, Pure cheese. I 
can't play through a single level 
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SOMETHING NEW 
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Kingpin Is almost with us. Check 
out the update on page 38. 



H you thought the first- 
person genre was in 
danger, think again 



n notnrng else, 1 999 will be the 
year that sees tlie first-person 
genre evolve. Half-Utehas 
changed the way we look at 
single-player games. We want 
more adventure, more 
involvement. Its cutting-edge Al has moved the goalposts, and woe 
betide any developer who doesn't take a leaf out of Valve's book. 

Quake III Arena and Te;'^ orfressHwillseemuniplayer 
gaming reach a whole new level while adapting single-player 
games to fit In with the same style. Of the other games, X-COM: 
Alliance and Hired Guns will add a tactical element, giving you 
control of teams of characters; Duke Nukem 4£vermi%es up the 
action with heavily scripted missions; while Kingpinlooks like 
being genuinely funny. My God, we haven't even mentioned 
Kanaan, fVeyand Requiem, all of which look mightily Impressive. 
If you thought the whole genre was In danger of disappearing up 
its own arse, think again. 



SOIMETHING BORROWED 

Smart developers use 
someone else's engine, 
and work on gameplay 

Licensing other people's 3D 
engines is nothing new. Heretic 
{PCZtt25, 78%) used the Doom 
engine to good effect, enabling 
you to look up and down (well, it 
was impressive back then); Duke 
3iys Build engine was used In Blood ami Shadow Wanim; and, 
most impressive of all, Hatf-Ufe uses the original fhiake engine. 
The point is ttiat it's far easier to license a tried and tested engine 
- it leaves developers to concentrate on gameplay, which is a good 
thing. And it's a good thing tor the original authors as well. You can 
bet your bottom Eurodollar that iD have made more money from 
licensing their wares than they have from their own games. 
Problems only arise when games developers fail to make the 
engine their own - both fOingon and SiNmme across as 
total conversions to some extent Still, if future games follow 
Half-lif&s lead, we'll hardly cara 



SOMETHING POO 



If you're gonna rip off 
another game, at least 
make a decent job of It 

We've seen some shtt games 
come through the ZOJVf office 
over the years, the majority 
riding on the coat tails of 
whichever was the latest 3D 
shooter popular at the time. 
The worst one at ttie moment has to be Nam [PCZmS, 28%), 
for the simple reason that tt's two years out of date (it uses the 
Build engine, for heaven's sake). Chasm: 71w Hittvias a pretty dire 
Quake rip-off that came out last year, but worse of all was 
Virtuoso (which was so pants that we didn't review It), a Doom- 
inspired monstrosity that had you killing aliens with guitar rIffs. 
There are others, of course, but we just can't think of ttie names. 
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9 without wanting to get ttie 

lead character killed. I want to 
play the game as the enemy so I 
can shut the pony-tailed bastard 
up for good- 
Chris: At ttie beginning of each 
level you've got these cut- 
scenes... 

Macca: They're rubtiisti. 
Chris: They're nof rubbish. 
They're not as good as Half-Lif&s. 
we're all agreed on that, 
Macca: Half-Life tioesn'i have 
cut-scenes, it doesn't need them. 
S/W reminds me of li^alice, that 
add-on for Quake. 
Rtehle: Basically, SiN is an add- 
on. It should've been £9.99. 





Mallo: That's a bit harsh. I like 
S/7Vbecause it's ttie most violent 
game of the lot. There's an 
unnerving glee to be had from 
being incredibly violent. I lilce ttie 
weapons as well, especially the 
machine gun. It's a good game, 
it's just that in the light of Half- 
Life it's not the best. 
Richie: SiNis basically a Duke 
A/ufcem stopgap. 
Chris: What's wrong with that? 
Duke Nukem 3D is one of the best 
games of all time, If someone 
asked me if I'd like to play a game 
with today's technology, today's 
graphics, in a Duke Nukem 3D 
stylee, I would 



say give it to me now. 
Charlte: I could do without having 
characters with big tits ttiough. 
Richie: Or characters who are big 
tits. 

UNREAL 

Charlie: Oh here we go. It's 'let's 
kick Charlie in the head' time. 
Comeonttien... 
Macca: What happened witti 
Unreal is they crammed all the 
best ideas into the first episode. 
It really flattens out after that. 
Malh): It annoys me Uiat people 
still think that it's ttie best first- 
person shoot 'em up. People 
online are sttll saying it's the 

^It was the first game 
to include bots, which 
is a big plus if you 
don't play online^ 

CHARUE ON UNREAL 

benchmark game and better than 
Quake II. 

Chris: All the criticisms we level 
at Quake //can quite easily be 
levelled at Unreal It's a 3D engine 
looking for a game. 
Mallo: Quake //is a far, far better 
game than ISnreaL Even after all 
ttiat development 1 don't even 
think ttie engine is tf)at good, tt 
doesn't feel right either. The 
walking speed isn't quite there. 
And the weapons - they're not 
very ominous, are they? 
Macca: They're pathetic. They're 
like bloody potato guns. 
Chris: t/nrea/ looks gorgeous 
though, and some levels look 
amazing. 

Mallo: Nice reflective floors. 
Steve: What is a reflective floor, 



for god's sake?! Who sees ttiat 
kind of shit? 

Cliarlie: We do. /Vnd don't say you 
weren't impressed, we all were. 
Unrealhas something for 
everyone. The single-player game 
has action and adventure. It was 
ttie first game to include bots, 
which is a big plus if you don't 
play online. Granted, It's not the 
best of its type, but it does have 
elements ttiat stand out. I just 
can't think of any at the moment 
Rlchte: The thing about Unrealis 
that it tried to incorporate an 
adventure plot into an action 
game. You really feel immersed, 
but you can't do the ttiings ttiat 
you want to do. The creatures 
you're trying to protect end up 
getting themselves killed and you 
can't stop them. It's far too 
obviously scripted. It's nowhere 
near as good a multiplayer game 
as Quake II. 

Charlie: I ttiink that the best is yet 
to come with this engine. It's 
superb, and if it wasn't tor the 
U/jfea/ engine we wouldn't have 
the games coming out this year 
that we're looking forward to. I 
liked Unreal, but ttien I would say 
that, wouldn't I? 

Macca: If it had come out when it 
was supposed to it would have 
blown the opposition away. The 
fact is that Half-Life is the best 
game on the PC today. End of 
story. Fin. \SSi 
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virtuoso: a game that, 
what's the point. 


.Oh, 




O So. what do you think? Picking one 
first-pef^on sliooter as the best ever is 
obviously going to provoke heated 
debate. Well, we've tiad our say and 
now it's your turn.Do you agree with 
the results at our prolonged 
discussion, or are you offended that 
Half-LUe 's tfeen rated higher than your 
favourite game? Let us know by 
writing or emailing Feedback (details 
on page 106). But sorry, you 'II have to 
buy your own been 
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FIRST-PERSON SHOOT 'EM UPS SUPERTEST )[] 4'i 1 4V^' 
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TOP TRUMPS 



Rattier than Just re- 
review the games, 
we thought we'd let 
the words speak for 
themselves. These 
are the categories we 
argued and fought over 



ATMOSPHERE Graphics, sound, 
$tory1ln& Are you really there, 
flghUng for your life In an 
attemaUve unhrerse? Or Is It 
Just a virtual reality videogame 
that makes you ttiink you are? 
LEVEL DESIGN Do the tricks and 
traps annoy you, or do they 



have you coming back for 
moie? Does each level feel the 
same as the last, or Is It a new 
challenge every thne? 
Al How do the bad guys react 
when you walk Into a room? 
Do they run blindly Into certain 
death, or do they dodge, duck 



and work together to blast you 
a new arsehole? 
WEAPONS Every game has a 
shotgun and a BFG-type blaster, 
but are the weapons balanced, 
or Is It Just a case of finding the 
rocket launcher? It's Important 
to remember that more 



weapons doesn't necessarily 
mean better gameplay. 
MULTIPUY The single-player 
game may rock bells, but you 
won't be playing It forever. If 
the multiplayer game is 
anything like Quakes, then 
you may well b& 



SHOGO: MOBILE ARMOUR DIVISION 




ATMOSPHERE 



LEVEL DESIGN 



ATMOSPHERE 




MULTIPLAYER 




|!IM!UI1 



KLINGON: HONOUR GUARD 



ATMOSPHERE 




MULT1PLAVER 



ATMOSPHERE 
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ATMOSPHERE 


] 








1 LEVEL DESIGN 8 | 








WEAPONS 6 ■ 




1 MULTIPLAYER 


1 



BLOOD II: THE CHOSEN 



ATMOSPHERE 




JEDI KNIGHT/MYSTERIES OF THE SITH 



|!^[jJJJ| 



ATMOSPHERE 




ATMOSPHERE 




AND THE WINNER IS... 



Half-Life might have been voted the best first-person shooter out there, but don't write off the others - or underestimate those to come 




Ttie conversation continued. After 
seven pints apiece (and a bottle of 
wine for Macca, because he's posh), 
a clear winner was decided: Haft- 
Life. No surprise there. But then we 
had to decide on where the other 
titles fell In the grand scheme of 
things. We discussed multiplayer 
games until we could no longer fonn 
coherent sentences. Chris and I 
almost came to blows over SIN, 
Chris and Macca neariy fell out over 
Quake, and Mallo stormed off at one 
point, claiming that Jedi KnigM was 
getting a raw deal (he came back 



fhre minutes later after leaving his 
bag under ttie table). Charile fought 
a losing battle in defence of Unreal, 
while Steve even managed to find a 
criticism for Halt-Lite: "It doesn't 
run on my machine at home." 

In the end, four of us voted Quake 
//into second place, Chris voted for 
SINani 1 went for Shoga Tliird 
place went to both 5/wgo and SIN 
after getting two votes each. It's 
Impossible to place the rest We 
couldn't decide, and the bar staff 
were drumming their fingers - it 
was almost chucking out tim& 



All we could agree on was ttie 
overall hiser UnreaL TTiat's not to 
say It's a bad game; In many ways 
it's excellent. And although there 
could be only one overall winner. It's 
worth pointing out that every game 
here was awarded a score of 85 per 
cent-plus. Our aim was to level ttre 
playing field before the new crop of 
games come along. Soon we'll have 
Aliens Vs Predator, Prey, Duke 4Ever, 
Klngplnand X-COia: Alliance. If they 
all Ihre up to our expectations, we'll 
see them all this year. 

Same time, same place. Be Uiera 
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FEEDBACK 



FEEDBACK 

You read our review, you bought the game and made your own mind 
up. So, did playing it make you lose sleep or the will to live? Mark Hill 
sorts the odes from the suicide notes 



IT'S YOUR SHOUT! 



HALF-LIFE 

r J.. ■ ■ ^ ^ «- REVIEWED Issue 71 . Xmas 

Feedback is here to otter you, ^^^^ ^^^ 

the player, a platform to voice ^^^^ ^^ , 

your opinions on any of the ,_. , 

^ J . L, '.n..- TflUE Tie leve s are 

games reviewed in PC ZO/V£ SINr i 

over the last three months. gf^SB seamless 

Whether you want to sing a .^ - » ». u. « j, 

, . ... melding into each other fluidiy. 

game's praises or simply gnre „ ' -„ , . - 

r^ ^ . .. .- L » Many of them require a iot of 

it a vertial beahng, we want to __. ' , . . j _*« 

^ ^ „ .. . retracing of steps, and getting 

hear from you. Rememlier to , . i. ■ Zm. \. 

... lost can be annoying, although 
keep your comments between . ... ' ' _^ .^ 

..« J * .-n J J.J a* no point do you ever actually 
SO and 150 words, and include _»!1.^ f ■ „ 

want to stop playing." 

r:'".'^.'^'^^""!!-"-?^-. What you think 

WRFTE TO Feedback, PC ZONE, O "This game is indeed fantastic, 

Dennts Publishing, 1 9 Bolsover uptii you have to work your way 

fll^ Lo^ )^''7'|;': through the iast three or four 

EMAIL Aiieriiaiiveiy. email iiiem lo us ai levels - It's like being thrown 

letters.pczone@dennis.co.ijk with back in time playing Doom. 

'Feedback' m llic subicci line. Having to deal with bosses is not 

the way to end games any more." 
Pieter van Dieren 
O "Yes, it's a good game. Yes, the 
AI is excellent. But better than 

^ Rainbow Six ^"^^^ "^°'' Quake, for that 

k'Mh *l« matter)? No way! Call me old- 

SCOreS nign on tne fashioned, but l Hke my first-person 

atmosphere scale shooters fast, furious and action- 

butgetsbuggerall Sirid^r""" 

for the AI ~ to conundrums interrupting the fiow. 

be honest it's ^^'^"'■'^ ^^^ ^^^^ '" abundance in 

-- the early levels, and it got right on 

pretty crap^ ^^^.s 

GARFTH PRIESTLY AlexLohfink 



O "Half-Life\5 pretty good until 
you get to the Xen stages, then it 
turns into a load of shite. The 
controls are okay, but you don't 
feel as in command as you do in 
Quake II. And whoever's bright 
idea it was to have loading 
pauses as you run down a 
corridor in the middle of a firefight 
wants stringing up!" 

Jason Forster 
O "There's something about 
Half-Life. Perhaps it's the 
amazing graphics. Or perhaps it's 
the enemy creature's AI. Or it 
could be the NPCs that you can 
interact with. I reckon it's a 
brilliant mixture of all these 
things. If you want to know which 
game to get from a choice of S/W, 
Quake 11, Unrealot Half-Life, get 
Half-Life now." 

RIc Burns 

SETTLERS III 

REVIEWED Issue 72, January 
SCORE H8% 
What we thought 

"Time to lose 

11\l '''"" "''"'' 

[^>iHillilnti"^ overseeing the 

Ihfes of small pretend people 
for whom you are prepared to 
give up unhealthily large 
chunks of your life." 






What you think 

O "I've just read your review of 
Settlers III Great piece, but with 
one glaring omission: the first two 
games were single-player only, 
but Settlers ///supports all the 
usual multiplayer options. It 
certainly adds to the longevity 
of the game." 

PaulJones 

RAINBOW SIX 

REVIEWED Issue 69, Novemtjer 
SCORE 89% 
What we thought 

7nNF "^"^^^ 

. IfflrTlll are few 
^^Vhlltll M i** opportunities to 
get into huge fireftghts, 
Rainbow Six is one of those 
rare games where the level of 
tension more than makes up 
for its failings." 
What you think 
O" Rainbow Six scores higUm 
the atmosphere scale but gets 
bugger all for the AI- to be 
honest, it's pretty crap. I get so 
frustrated when one of my men 
doesn't follow me up a ladder and 
decides to run around like a loony 
instead. And sometimes you're 
standing right in front of an 
enemy and he doesn't shoot you." 
Gareth Priestley 




X-COM 3: 
APOCALYPSE 

REVIEWED Issue 71 , Xmas 
SCORE 90% (budget) 
What we thought 

"This is easily 
the best game 
In the X-COM 
series and could be the last one 
in the saga to use traditional 
tactical combat. And it's 
brilliant So buy tt." 
What you think 
O "How the hell can this bug- 
laden and flawed sbategy game 
be regarded a classic? Many of 
the options and features are 
completely pointless, and some 
parts of the game don't function 
properly; the aiming/shooting 
system is shite. I accept that 
people have personal 
preferences, but please keep 
bias out." 

Don Howard 

THIEF: THE DARK 
PROJECT 

REVIEWED Issue 72, January 

SCORE 90% 

What we thought 

"The sound 
adds a whole 
new level of 

realism to the game and boosts 
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the whole total immersion' 
tiling to previously unattained 
levels. TTifs is an aspect of ttie 
engine ttiat should be heeded 
by ttie rest of the genre." 
What you think 
O "I have to say that 7ft/e/is on a 
par with Half-Life. The Al isn't as 
good, antt neither are the 
graphics, but Half-Life is a very 
straight affair: you go in, shoot the 
bad guys, wander around tor a bit 
then shoot some more. Thietis 
good for different reasons. The 
way you have to avoid contact is 
briiiiant, as is the nail-biting 
atmosphere." 

■Thief" 

WAR OF THE 
WORLDS 

REVIEWED Issue 72, January 
SCORE 85% 
What we thought 

"War Of The 

PP^h^TfeTws. 
but in a year that's seen little in 
the way of innovation It's a 
major advancement from the 
C£C clone, and comes highly 
recommended." 
What you think 
O "As far as I'm concerned ttie 
music is a huge plus. I opted to 
play as the Martians: huge metal 
tripods and human farms - too 
cool to pass up. I love it, and I can 
live with the swapping between 
screens. I love the logic of the 
tech trees - unlike other games I 
could mention, you don't get to 
research a counter-measure. I 
love the British naval units, 
although the 'vanishing ships' bug 
is irritating. Basically, naval units 
can disappear, which is an 
expensive loss, f^iladelptiia 
Experiment anyone?" 

Greg Brown 

NEED FOR SPEED III 

HEVIEWED Issue 69, November 
SCORE 91% 
What we thought 

"The level of 
Alofthe 
competitors 
and the police must be 
highlighted as being ttie best 
we've come across In a racing 
game." 

What you thought 
O "Electronic Arts have, in my 
opinion, created a masterpiece. 
Having bought each and every 
one of their games to date, I 
always look forward to their latest 
release, and with Hot Pursuit they 
really have produced the whole 
package. Purely because of this 
game I have at last got connected 
to the Net to download the cars, 
and have upgraded from a 4Mb 



n 





3Dfxcardtoal2Mb3Dfx2-a 
testament to any great game " 

Felix 

POPULOUS: THE 
BEGINNING 

REVIEWED Issue 70. December 
SCORE 92% 
What we thought 

"When co- 
founder Peter 
Molyneux left 
to form Uonhead, many 
doubted whether the company 
he left behind would be able to 
maintain the high standards it 
had achieved under his 
command. On this showing, 
they're capable of surpassing 
them." 
What you think 

"This is a musf for anyone who 
just barely likes strategy/god 
games. The graphics are the best 
I've seen and the game runs 
smoothly in software mode on the 
highest graphic settings possible. 

1 didn't think Bullfrog would be 
able to release another classic 
game without Molyneux, but 
they've definitely done it. 

Replying to Thomas Le-Luan 
from issue 72, 1 have to say that 
Bullfrog are releasing sequels 
because they're geniuses. They 
know that the ideas they already 
have can all get Classic status. It 
takes creativity to produce 
sequels too, you know." 

Zulfi 

FIFA 99 

REVIEWED Issue 71 , Xmas 

SCOnE92% 

What we thought 

represents a 

worthy 

successor to World Cup 98 and 
Is a much more playable and 
enjoyable experience." 
What you think 
O "FIFA 99\s a great game, but 
there are quite a few stupid and 




annoying little things wrong with 
it. The first is the way certain 
skills make little difference to 
how a player plays: eg players 
with pace 1 (or less) easily catch 
up with a sprinting pace 16 
player. This is in the middle level, 
so surely it should be fair to both 
you and the computer opponent? 
The second is the way players 
virtually never score with long- 
range shots. Even hotshots like 
Beckham and Owen never seem 
to score from about 20 yards - 
hardly realistic." 

Jon Bailiss 
O "The graphics are amazing, 
there are so many grounds, and 
the cut-scenes are great. I bought 
World Cup 98. but this game is 
even better." 

James Sharpe 

WARGASM 

REVIEWED Issue 71, Xmas 
SCORE 93% 
What we thought 

"H does for 
military 
simulators 
what Command & Conquer 6\ti 
for wargames: makes them 
accessible, fast and fun." 
What you think 
O "This game has It all. Looks, 
action, pace and variety are just a 
few of its charms. I love the way 
you can choose how you want to 
play - full-on armoured charge 
through the front door, or a more 
stealthy, 'sneak a few troops 
round the back and pop 'em off 
one at a time' approach. 

There's no set path like in 
some games (RedAlertsnti 
Commandos, to name two 
otherwise excellent games), so 
the replay value is immense. And 
the variety and detail in the units 
is a delight to behold. War never 
looked so good. I admit it's not 
perfect - you need a top bollocks 
machine to run it (my 350P2 with 
192Mb RAM and Voodoo2 still 




TRESPASSER 



REVIEWED Issue 72, January 

SCORE 70% 

¥niat we thought 

"ItY it- If you can live with the inadequacies, then you're sure 

to find the full game mora than enjoyabla" 

What you think 

O "I think your review of Trespasser was a farce. I feel that a game 

of this quality and with this much hype should have at least got hvo 

whole pages of your usually excellent magazine. Instead you gave 

it a measly half a page, on which readers decide whether or not to 

buy it. In my opinion it should have received at least 85 per cent. It's 

packed with tension and atmosphere (especially when the raptors 

are chasing you), it's very realistic and hugely exciting to play, and it 

makes a superb change from the usual Quake clones." 

Wart Clayton 

"1 think you're being a little harsh on Trespasserby giving it 70 
per cent and sticking it at the back of the mag. Which other shoot 
'em up can claim such realism and 'real physics' as those used in 
Trespasser? The storyline is engrossing, the game is huge, and 
nothing gets your pants damper than a T-Rex hurtling towards you 
when you've got only an Uzi to defend yourself. 

When System Shock and Future Shock came out they were both 
great, engrossing games, but were ignored because they had no 
multiplayer support. In fact, they were ahead of their time, and this, 

1 believe, is exactly the case with Trespasser." 

Chris Steele-Davies 




drops frames when it gets hectic), 
the Al of your own troops can be a 
bit thick, and some of the 
missions are damn tough, 
aggravating the fact that you can't 
save mid-game - but I still think 
it's one of the tjest games ever, 
and is up there with the likes of 





Need For Speed llh a game worth upgrading and connecting to the Net for, reckons one reader. 



Quake 11, Half-Life (also a faking 
incredible game) and CSC." 

Mike Harris 

BLOOD II 

REVlEVIfED Issue 72, January 
SCORE 88% 
What we thought 

"As a sequel to 
tT?,.ji a criminally 
[iji I illliil ^^ underrated 
game, Blood U is more than 
worthy. But two major faults 
prevent it from achieving 
Classic status: the first is the 
lack of pace, and the second is 
theAl." 

What you think 
O "My question isn't just 'Why 
didn't you make 6/(»»/ //a 
Classic?' (because judging from 
the demo it should have got at 
least 90 per cent) but 'Why did 
Shogo get 92 per cent?' I think 
Blood II is better - it's got loads of 
blood and gore, and it has a good 
atmosphere. S/iogo doesn't." 

Chris 
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QARtFRtt HOmt bMOPPING WITH BK/fAI/V'd LMK%^t^l 
X MAIL ORDER SUPPLIER OF COMPUTER GAMES! 



A DnmHMH OF MfnRACflVB COiMNBKULI 



YOU PURSUE YOUR HOBBY YOU Will OMOOUBTEDLY CONSIDER BUYING 

rOUR OAMES FROM lOTS OF OlFrSRENT PLACES SUCH AS THE HIGH STREET 

OTHER MAIL ORDER COMPANIES* SO WHAT MAKES BUYING FROM GaMEPLAY 

DIFFERENT TO BUYING FROM ANYWHEU SUE? WeLL, HOW ABOUT THIS,* 



OR 



PRICE !! 



You should find Gameplay to be the 
cheapest supplier of PC games in the country. 
However, we can't look everywhere at once, so 
if you do find a better price, please ring us and we will do 
our best to beat or match it. Also, we offer a FREE 1st Class 
delivery service and we don't charge for membership if you 
ate buying by mail order so there are no"Hidden 
Charges".The price you see is the price you pay! 



CHOICE ■! 



Just look at this advert! 2 pages crammed with 
software and equipment! We try to stock every 
game available and if it's not in stock when you 
ring we should be able to get it for you fast. 




Delivery time is normally within 2 workin9 days 
and our packaging has been specially des^ned 
to ensure that your products arrive in perfect 
condition (we do not use Jiffy Bags!). Also whatever 
your needs we can help you make the right choice. Our 
salesmen are all enthusiasts and do not make commission, 
so they can give you completely impartial advice. 
fiemember. if you don't like it you dont have to Hreep H so 
we make sure we tell you the truth! 



Why not visit our 

CLUB SUPERS rORf IN 

Leeds at the 
address on the order form.' 
All items in 

THt STORE 
ARE AT THE 

SAME 

DISCOUNTED 

PRICES AS 

OUR MAIL 

ORDER 

DiVlSJON. 

the qualities that have made us Britain's 
Imgeit and fastest growing mail order supplier of 
cwnputer games. CAN YmJ AFFORD NOTTO BUY 
YOUR GAMES FROM US? 




ORDIR 

mif TINE nt rucE m h*er m trni chhii i 
PIECE or nmm m» dm fUEE cift liit of 

ttmiHE m ACtEtlORIEI. IMEIIt II H UIIT OF ONE 

FREE (in nt am tin m hiiiiiiiim SNEit vike 

le gitmiFY. iecohplv, m viii nui) stmn pBR 

LtiEsi CAiAioeut mm niih »m ofFmii 

1V43 EuwpwNfliR W« E2B.M 

101 htsom £24.99 

3D UiTW PiNMii 3 £14.99 

3 Mem Guns: Wimc ComwCEi: 4. 

fevATEER 2 Si Cruwdes no teocr £18.99 

6831 HwTES KiiiEB £29.99 

Abe's Exodus £!7.99 

Aciu* Gou 2 EH.99 

Aau* SoccE« 2 «„ ™ £14.99 

Actu* Socce! 3 £25.99 

AflvBituits Dim Disk for Wakrmt 7, 

OiABio, MiGnr i M.GIC ! & D*GGEi!f«i ES.W 

A6E Of EMMfs £22.99 

Acf w Emmbes Rise of Rome Dsia DtSK £20.99 

Moif Empides Dak Oiy E1399 

AwoA Emuutoi CO {100s w Amnm Smk) £14.99 

Anno 160! - - E2?.99 

Ap*cm!H*vx * ™ £25.99 

AfMVMEN ,£29.99 

AsiteoiOS - .£1 9.99 

Aw«cWiNNfRsNol P«K..,„ £14.99 

SuDW's Gate ..........~»~.»»~l}T.ff 

BAmEGdOJND Easiew Fromt £18 99 

B*miG*ouNDWESTEiNFKXT £26.99 

B*m£ Isa 4 ■ IwuBATON £21 99 

[ " MTTUWOUHP~ 






AjMt«uN Civil War Couectkm - Antietam^ 

Buu Run, GETTrsBURG & Shiioh £19.99 

Napoleon Coueuion - Napoieon in 
flussiA, P«iu« 10 Watkwo, Watiwoo & 

Age of Sail £26.99 

Th{ FoiiowiNO ADE All luST £9.99 each I! I 

AKTifTAM, A«>fNNE5, Buu. RuN, Getttsiii>g, 

Napoieon in BuisiA, Peauw lo Wateoloo, 

Shiloh, Waieu.00. 



'£16.9^ 22'- 



C*n £m 

aiz3 E14.99 

CKWPio«rtPM«w;EiW98 £17.99 

CHAMMMtSHir MANAoa 3 E34.9f 

CHHSM«n«iOOO £26.99 

QvusAncM 2 -f Smm 2 4^ Sim OiT 2000 .£24.99 

OviuWTiOM I + Command & CoNOUEt £19.99 

Ov 2, Mmx m G»mEii»5 & XCqm Apocwypse .El 7.99 

CMUMroN2D*T"Diy;:FA«f«iicWo«D5 £13.99 

Civiusaiion2 £13.99 

Ov I Coiucnw: OiuwtiON 2, Fnwrwrc Wobds, 
CoNFucis IN Cmjwton & Cf 2 Simtegy Guide .£24.99 

QcBi Couwi !■ A BdDGf Too fm £21 .99 

auED02 £23,99 

COUN MdtAi lALlT _.....u_ „...M».»C11.f9 

CoMwrFiiUniS"(MiaiOSOFT) £30.99 



MpooiOfi fuotnSm "Vi t WOBaoifMii' £3t.W 

MKiosOfT So/now CuFOBwDiu Dei am 

SctN(nDwSS-G"i"BBrwjp«tsl 2,S3 CISW 

SciKin Doi 98 ■ £w« T. ! M 3 f W 

fuemSKrn.mmmtti.ltni. . Oi-ii 

fuBir &■ FSnr n - ComMia ttm WNK N»er. louMi 

ircKiiai.[,fMlfSn EH.99 

Bc(M/MiNiu JnVAiau/GKiFAiuie iKn£23K 

Pma FuGHT ; Kow Df W«D Ds: Fffl US FS 5. ; 1 i C2 m 



Command & Cottoun (Win '95) £13.99 

CowuM) A CoHatHi & CovEir On..... £19.99 

Co>^(T OiwiocsDm. Disk K)« C&C E9.99 

C i C Reo AiEin £14.99 

C & C bo Aiir, Afthmaih + CouHiHSiws £25.99 

CouNiiHTBiE - ofFiON Red Aieki Data Ois« E13.99 

Affeswih - offiOAt Red Ale«t Data Oisi! „.. .£13.99 



iNCuunON Oaia Disk: The WnBeiNBS Missions. .£14.99 

BArtifiKH Meoicommandei £13.99 

Eathezone, ,.,,.. ., £13.99 

Bm 6 Pa(x - MK3, Sensible Soccer, Battiecmseii 
3000AD, BfowH, SitKGuNNf* & E.'jemy I^AroNSElS.99 
BiccEST Names Best Games - Need fod S^ed 2SE, Om 
Omen, Th-EHE Hospital, Dunmon Kekr. 5*i2000E22.99 

BiAaDwu* £2899 

Blade RuNMEi £19.99 

BuizAB: Stakut, Duuo k WAKun I ..£36.99 

8looo 2' Trti Chosen £27.99 

Brian L*> Cucot £24.99 

BsuNSwia BcwuNG - £15.99 

8usi A Move 2 £1 6.99 

Caesai 3 .». „~£24.99 

Capiwism Pile _ £14.99 

C«wGEDOOM E12.99 

CAUiAGfDOON 1 „ .....„,Ea9.99 

CASBff Stei« FiGMK iFlBE £26.99 

Casikx Honda Surfww Wo«D CMAMftONSHif .,£19.99 





Cptay 1^ 
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CowMANDOS: Behind Enemy Ljnes £27 99 

CoNFua FoESwa - £27.99 

CONFLiaF«HSP«E Data Dist: Sunt Thkat £13.99 

OdATWBl —.-. .£25.99 

DAGGEBtli 2: BATTlSfW i27,99 

Daiilaiana £27.99 

Dances DNA £14.99 

Dak Vengeance £27,99 

Dabi OWN' Wajhawmhi 2 .£17.99 

Oeatmiwc Dungeon £17.99 

OeliaFoke £2999 

Oipm at Doom TULOGf - Doom 2, limuAiE 

Doom, EiTOM IV S 3000 M«TE!tE«ii £12.99 

OutU) ™ £16.99 

DiAKoHfLifltnOfFiciAiDATADisi:, £13.99 

DieFUidThiXy £13.99 

DoGZ - £7,99 

D0«3 JE)4.99 

Dwt NUWM 3D £12.99 

OuH Nijuw In The CwsBEAN £9.99 

Duu NuKfM Kiu-A-TON Collection .£17,99 

Dune 2000 £28,99 

DfEPH Dungeons Data Dwfoh Dungeon Keepb ,,,£9,99 
ExTKMi Pom PAtK 3 Tom Rom, Z, Elf A '97.E14.99 

FlSIJANts) £29,99 

F16Vif«!SMiG.29 Fulcrum £27,99 

F22 A D,F (TFX3I £24.99 

F22 Red &a OfERAiiONs Data Dw £13.99 

F-lSHoiNEr £22.99 

FA-l8KottA £14.99 

FAfnEWER League Footmu Mwwtt £29.99 

Falcon 4.0 „ £27.99 

FAiWut »... .£1 7.99 

Fallout 2 £25.99 

HFA SOMH '99 ..— .- £26.99 

Finn EitMENi £28.99 

FiNAi Fantasy 7 £29.99 

Flight Unumited 2 £13,99 

FoiGOTiw Reauu ADtD Akmvi - 

En Of THE BbWIDER 1,283, ftoZOSEWANUN, 

DuNOtOMFUa + 7 oTHas £19.99 

FoKAtiN £12.99 

GwE, Net&Maich £19,99 

GangsieK: OrOamiseo C«w £28.99 

GtiMiowi £16.99 

Gex3D £13.99 

QOBAi Domination £28.99 

GoosEEUMfs-ATTAc* Of T« Mutant £25.99 

G«AND Fta liOENDS £27.99 

GfAND Tmn Auro .._„..._„...„„— _~.E1 6.99 

Gw^oTouuNG £25.99 

Gf: Bahles Series Tmfu pAtt £24 99 

GhmFanoamo £29.99 

Haie-Ufe „ ~ _ J28.99 



HABD8A116 £14,99 

Heaw Gear 2 £27 99 

Hammar £19,99 

Heart oi Darknbs £27 99 

HERfnc2 £2899 

F^EiOESOF Might & Macic 2 & Data Diskbunue..£24,99 

HctiDA< Island .£21 99 

Incoming £19,99 

Industk GiANi £26.99 

iNiEiNATTONAi Cbciei Cahmj .£22 99 

lNT'Ll^<OtMnoNSiiF(NEiwoiKQ2) £12.99 

IPANZER 44 .^...„.-.f. £22.99 

1W«[ .rZ £19.99 

iSRAEuAlRCOMMT £27.99 

jAa Jao Rami 2 £14.99 

Jeeh Kmohi t Mkihis of Sm Data Dm .i22.99 

JiMwv White's Snooih 2: Cliejau £29,99 

Jo GuBT Love Bytes £16,99 

Journeyman Proki 3 £19.99 

KiLUNGTiMi-QuAtcEJULiwAiE DoomI £15,99 

Kings Quest CoiLfcriON £18,99 

KKNDEaREW E9.99 




Hdtf-LIfe 
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Knights i. Merchants £28,99 

[x.1 bmz £19,99 

LiGoCHEis £24,99 

Lfoo Creator „ £28,99 

liGoLoco £22.99 

LEGOlsuwD _...„ » £19,99 

LNiiL5'98 £19,99 

Unu LS -99 -. ~ E28.99 

Iwss CouRSK: VAiiawWOAiiwc/0«w LovfyErc , £16 99 

Lords OF Maoc £25,99 

Lords of the Realm 2 Rotal Edition £25.99 

liKAS Ans Atom Vol 4 -X Wing Con, Tie Fighter 
CaL, Dark Forces, X Wmg v Tie FiGHTa, Tooa .£32.99 

Lula - The Sexy Empir£ £19.99 

LuLA - Virtual Babe £1 2.99 

Ml TaniiFUtqon2 £18.99 

Mewak 8 ~ ~ .£23.99 

Meoapak 9 - Cmusaton 2, Imiersiaie 76, Destruction 
Deiby 2, DiscwoRio 2, F22 Rafior, Jack Noiaus 5, 

Fto F^NBAii TwESHoa, Admiral Sea Bathes £27.99 

Magic & Mayhem £28 9" 

MwInBlaQ £16.95 

MiA £22 99 

MiCHtfL OivEN'S WORID lEAGUE SocoR '99 £25,99 

Micro MACMINES3 E19.99 

Microsoft PiNWLL AjcAot £17.99 

Microsoft Rhlirn OF Arcade £17,99 

Microsoft Revenge Of Ak>de., ,,.„ £17.99 

Microsoft Motocross Madness £29.99 

MiGHT&MACici £26.99 

Monaco Gbw Poi Raong Si» .,,...£28.99 

Monkey Isuno 3 .£22.99 

monopoly,,. £24,99 

MONSTER iRua Wdness 2 £33,99 

Mortal KoKSATi £24.99 

Moio Raqr 2 £29,99 

MoTORHEAo ..£17,99 

Mysi £18,99 

Myih: The Faiun lO«M- ^...-^-...£\7.n 



NAM £19,99 

N8A IM '99 £29,99 

Need Fob into 3; Hot Pursuit £29.99 

Na Madden '99 £29,99 

NiGHittUt Creatures _ £18.99 

Of Light & Darkness £27.99 

Operationai Art of War £26.99 

OvriAiK „_«__.-__-—-. £9.99 

OuiwMs £33.99 

PaofcGenerai £18.99 

PanMmomlim 2 „._ £1 3,99 

Panzer Generai 2 ™ £26,99 

PGA Tour Pro ...„ £1799 

Pga NmNBURO Elko Data Ds; £6.99 

PoucE Quest CoLunioN 1-4 £21 99 

Poua QuESi SWAT 2 „ i27.99 

POLiniA (Ton Qanct) £19,99 

Pool Shark £25 99 

PoHKOUS: im Thid Comhs... „....E29,99 

POSTAL £15.99 

Prewir Manager '99 „ -..,.£15.99 

Pro 18 World Tour Goif £28 99 

PfOPiN&wi BigRaqUSA £16.99 

PRoFHNSAiiTiMESHoa £14,99 

QjAJii RESURRfcnoNi OuAXF, Q Zone i Muke,, £14.99 

QIIAKI2 „...£17.99 

Quake 2 Data Dis! Juggernaut £1 2,99 

Quake 2 Data DisGrouw) Zero .,£19,99 

Quake! Data Disk; The Reqowg £18,99 

Queen; The Ert £29,99 

Quest for Gion 5; Dragon fx £24,99 

O'lKi FOR GiORY Anthology _... £18.99 

K'iBOAo Tycoon 2 _ £26.99 

F>iNflow6 - £25 99 

Reah _ £28.99 

Red Baron 2 3D £25.99 

REDNEa ftoES Agaw - -„..„ £27 99 

Resident Evil ■ STAn3DFXoi PcwtVRwaoH,, £22,99 

Return io Krondor £28.99 

RsiNG Lands £14 99 

Risk £19.99 

Riven (Myst 21 £16.99 

Room Squadioh...m._ „..mm..-.„.m...£37.99 

SotAABLE £27,99 

Sensible Socoi World CuF '98 Edition £22 99 

Sensible World of Soccer Club Eoiiion £19,99 

Sentnei Rehhus £26.99 

Settlers 2 Gold 8 Seven Kingdoms BuNOiE £19.99 

SEni£«s 2 Gold £1 7,99 

Sethos 3 — -.E25.99 

Shadows OF THE Eufw , £12 99 

Bhanghw Dynasty _ _. £19.99 

Shogo Mo«li Armour Dmson ,£28,99 

&ERRA Pro hLOi DousiE P«o; _ £28,99 




Rogv9 Squadron Sefflert 3 



Sierra Sports; Golf/Su Racing each £22.99 

Sw City 3000 „,..... „ £29.99 

Streets of Sim Cm £28.99 

Sin £28.99 

SmallSoldiers £2499 

SNCrr CD '97 (3000 Shctmmi > C64 GAMEI).£14.99 

Soldiers AT War £24,99 

So(*:R _ £23.99 

South Pari; Screen Saver „..E1B.99 

Sfeci^Ops £28-99 

Starowi £24 99 

StarCrah Data Disk: Steuar FotCES £13,99 

STA«CRAFTDAIADBK:lNSl«KnON. - .....£14,99 

Starshp Tfiamc £27,99 

SiARSiEGE ,..._ £28.99 



Star Trek- Bwh of ihe Federahon (Due MarchI., £29.99 

Star Trek; Cattain's Chair £26.99 

Star Trek EnCiciopaedia £26.99 

Stu Tmx Genowtwm .._.J11.99 

Stai Tkk Kungoh HoNOt Gvmd .~......_-.E1S.99 

Star Trek Gmmpedia £12,99 

StarTrei;, SiA(ELirACAOt"Y„ £25,99 

SiARWAJtsARCMms £22.99 

Star Wam: Befimi ihe MaCiC £16.99 

Star Wars MonokHY £10.99 

Star Wars SuPREMAO £22 99 

Star Wahi X Wma CouicroH Skki £24.99 

Steel Panthers 3 ,. £25,99 

Team Acacw _ £27,99 

Test Drive 4X4 _ £29.99 

Test Orke 5 £29,99 

The Golf Pro £19.99 

The Goif Pro 2 -.._„.__.._„.„„r. £16.99 

InEF: Dark Projed £28.99 

TiGB Woods '99 Gole £29.99 

TOCA Touring Cars £19.99 

T0aT0UBN0CAB2 J24.99 

Tomb Raider 2 _ £1 9,99 

Tow Raipo 3 _-..—.—_— .-...-.—428.99 

Top Gun 2 £24.99 

Total Air War £28.99 

Total ANLMALS(aiz,Doozi Worms) £12.99 

ToTAi Huvih: Civilisation 2, 

SimCit. 2000, Settlers 2 £24.99 

ToiAL iNSANiin PGA European Tour, 

Neiwcrk Q Raui, Star Trek TNG a Finai Umiy ,£1 4.99 

ToialInsin[Ty2 £24,99 

Total Sport; Li«i IS, S>a«as Tenms, Rf A "97 .£16.99 

Treswsbi £29,99 

Ultima Colechon _. £24.99 

Utwa Onune. £32.99 

UliwaOnune Second AGE £29.99 

Ultimate Soccer Manager '98 £22.99 

Ummi — M tll-W 

Urban AswjLT £29.99 

V2000 £26.99 

Voi-COM MS FS '98 UPQRAOt _.E74.99 

VR^Y £26.99 

Wall Street Trader 99 £29.99 

Wakufi 2 -I- 50 Eou imu + Han iooit..E16.99 

WajiGames £29,99 

Wargasm £28,99 

Wamahmk Chaos Sati-..—..-. — .-- — P7.99 

Warhwmer; Final LiBERAroN £25,99 

WAROfTHEWOMDS £26-99 

Wetbi £19-99 

Wing CoMMAHDHpROfHECY ..,_,-._ £17-99 

World Cup '98 -...£9.99 

WoRioWAR2FiGHraB -£29.99 

Worms Ajwageodon £24.99 

Womb Couktiom: Includes WorksJ, 

Worms United, AND Worms f^WLL £17.99 

XCOM;lNTERC£(TOR £27.99 

X Files The Game £32.99 

X FILES' Unrestwcted Access £18.99 

X Wins v Tie Fismn A Baunce or Poin...E22.99 

ZoK TmooY! ZORK Gwnd iNOuisnot, 

Return TO ZoRK and ZoRi Nf MESS E36.99 



We also earrf an extensirt 

range of games hint books 

ana other tutorial books. 

Please ring for details. 




WE DO NOT CHARGE YOUR CRBDIT CARD UNTIL YOUR ORDER IS DESPATCHED, SO YOU CAN RESERVE YOUR NEW RELEASES TODAYl 




'lavSfoh'onCfieDflmel 
08900 305999 
eorfy 300 gomes 
avaffobre! 

I a\h tosf 50p per minule, 
lermission before cuH'iiQ 



BRITAIN'S LARGEST MAIL ORDEI 

PRICE! CHAICE 



SALES LINES 

13 234 0444 



monday to friday 9.00aiti to 8.00pm 

Saturday 10*00am to 7.00pm 

Sunday & bank holidays 1 0.00am to 4.00pm 



BUDGET GAMES 




IlTH Hou« + 7iH Guisi £13.99 

3D liMMNOs El 1 .99 

3D Uimi PiNBAU. £10,99 

AlO Cub* „.,„ E9.99 

Acru* Soccer Clui Editon _. E9.99 

AcooioN PiNwi £13.99 

Aiwousm RSI 2.0 (Ww '95) . - il3.99 

Baitikkuidoi 3000AD £9,99 

BATTii Isif 2 & Data DiW £9.99 

BAmEl5iE3 £9,99 

Bffiuuw a BuGBDK DouBi Pack £5.99 

BetmyaiinAntaw,,,, £9,99 

BumBGHi £9.99 

BKxn SwDiD » ^ ^....^....MM 

Cannon Foootn! + Dune 2 £13.99 

C«iAi>2 £9.99 

Caesab's Paiace £9.99 

OuMMONSHif Mmuooi 96/97 £9.99 

ClikONlClES OF THE Swo»D £8.99 

CivniSinON £9.99 

Cml War GtNEWL 2 £9,99 

CoNQuesi Of nif Enwre £9,99 

CR£Anjffi5 Goto £13.99 

CYBtiiST0w2 £9,99 

DsKErt £8.99 

Dark Pokes £11.99 

D(SE«i St«« S JunGii Snitf E12.99 

Destooion Deky 1 on 2 t*c« £13,99 

Doom 2 E9 99 

OuNSiON Kara Gou „.. £13,99 

EF2DD0 -.„™.„™~_...E8.99 

F22 Ua™NG 2 £13.99 

Fade io Bwa _ £9.99 

Fatal RsQNG £9,99 

FiNAiDoOM £9.99 

Gamel KmghtJ: T« Beast WnMW.... £12.99 

G-Now £5.99 

Gi*Ncnix3..«.»M— .»— ~^~..— .E10.99 

Hardcoke «4 £6,99 

Harvest of Souis ..- £9.99 

IHRMLU* Gaiacho E9.99 

Iniektate 76 _ _ £9 99 

Jonah Lomu Ruoit....^..,.^.^..— _-».E1 1 .99 

KiNGiQufST 7 £9,99 

Lbsure Sud Urrv 6 £10.99 

Lwtci PWTML -(- hk) hV» liMMCS -f b)MCs£ 1 2 . 99 

UneLS £13.99 

Lmi Bie AovwTun 1 oi3 £13.99 

MACfSiATERi Mmhum Fo«a DousiE Pao E7.99 

Maoc THE Gathering |MicRorK35E| „ £10,99 

Master of Dimensions £9.99 

Masters Of Orion 2 £10,99 

Mech Warrior 2 OR MW2 M»CEnarieS„EaCh E9.99 

Micro Machines I Spec iaiEehtion £9.99 

-Ai KOMWT 3 .£9.99 

■>CAR Racing S Truck Pack £9 99 

. vAR? E1099 

■---.voMQftAiiy £9,99 

'■ ■!. Racers E5.99 

■I :LiA)!STia« £13,99 

Odqwoiia: Ad's OddtSH ._ - £12.99 

Ojr»oST2 £9.99 

p. -eSaaiws Tenuis £11 99 

PGA EjROfEAN Tour £13.99 

Pi>-iTAiiA*G0Rw2 £13.99 

^OD Gold IlNciuoESEXTM track) ..£13.99 

- :tQu£iTSWAr ... .£9.99 

Power, Cmruftion & Lies - Dune 2, 

Beneath a imi Sky, F-14, UFO E9.99 

■ !tR2THEDMiKNWG £9.99 

i-oPiNBALL £9.99 

,B(HBiE £9.99 

Quake .._m......^._^...^ £9.99 

■ ^iToZORK £7 99 

L Rash £12.99 

■. M« Hit T« Road + ChY Of Tw TaffjiOi ,£1 3.99 
■."ft E7.99 

^'*ER OR SCREilMH 2 JACH £9.99 

i«WA»o« £14.99 

■CHAi „.„ £9.99 

'::t2000 £11.99 

; HuLX 2: VOTBA El 0.99 

TjEK: Next Generatton A Finn, Umty £9 99 

■ Pumi Fighter 2 £9,99 

LATE Wars £13.99 

v.::m, OrtSER - Under A Kiujng Moon 2 £ 1 2 99 

Theme HoJHTAL £13.99 

Thew! Pam „ £13.99 

■ ^ rGHTERCoLiiaoB'sCD £9.99 

IiwCoMWANDO , £8.99 

TcM Raider &UNFHS^fiusMESS £13.99 

Top&jN £10.99 

TOTAl ANNHUnOH ~ _„_... £12.99 

ToTAi Anmhuation Disi: Core CoNTiMGENC' . £18.99 

iRlNSfOliTTrCOON & WORLQ EOLTOR E9.99 

UiniuS _ _ £13.99 

UiTi«@Tf Raq .£9,99 

Ultimate Soccer Mwwser 2 £9.99 

Under a Kuung Moon „ £9.99 

Virus £7.99 

VR PoMRBOAT Racing £12.99 

WUHAMMEtt Shadow of the HotNn Rat E9.99 

Wing Commander 3 £9,99 

Worms United £1099 

X Com: Arocutpst ......£10.99 

X Com: Tfrrcm From the Deep .£10.99 

X Wing Collection t Rebel Assault £13.99 

Z £9,99 

ZoRK Nemesis £9.99 



This is just a small selection of 
our educational range. Please 
call for a quote If you do net 
see what you are looking for. 



DORLING KINDERSLEY 



^ 




M^\\\t 



- eiT.94 ^ 



Castle Explorer - £14.99 

CASTii Explorer/Dinosaur HuwnR Buneue ,,.,£24.99 

Chronicle oe 20tm Centuri £21 .99 

ENaaoftCHAOf ^lATiiRf 2. .£22.99 

EMCraoPEDiA Of Science I/Nature 1 ...each £12,99 

Encvqopemb Of Science 2 £22.99 

ENaaoPEMA OF SfAC! 5 Unmrse E24.99 

HisiORt ofTHf World2 £23.99 

MvRrst Amazing World Explorer 2 £19,99 

My First Incredible Amazing Dictionary £16.99 

PB Bear's Birthday PiRTY £17.99 

KiHHiFT 3 ™ .„..«n....».«,^.£22,99 

Ultimate Huiaan Booy2 £23.99 

Virtual Realty Dinosaur Hunter E17.99 

ACAOA GCSf Biwtt AWP KS3 Tfir fOR tucctis 



EACH PACKAGE CAN BE CUSTOMISED TO 
sun DIFFERENT LEVELS OF ABILITY AND 
ALiOW YOU TO SELEa THE APPROPRUTt 

EXAM BOARD AND STLIABUS. AlL AK 

WIITTEN BY PRACTISING TEACHERS. OUR 

MOST HIGHLT RECOMMENDED RANGE OF 

EDUCATION AIDS. 

GCSE Mains, CHiMiiTsr, Physiiii, Biologt & 

Glocraphy EACH £11.99 

KmiiGi 3 Maths, Science, GEOGRA^Mt tAcn £15.99 





DISNEY 

Wl ITDCR THE FUU RUfif OF OlMlfl JtORTMOU AM 

AcTivin Cnnti «r lonu of m cnevist Fticii m 
lutAml PuAiE CAu roi bitaiu. 



BRODESBUND 

GRffiEGGsiHWHuRrSTHi Haunted House wen £l?.99 

lOWUl JOUINH OF THE iDaMIIMI £21.99 

twnlwi t)1.99 

MICROSOn 

Barney Goes to the Cucus/Unoer the Se« .each £1 ?.99 

Creative WmTii 2 £24.99 

Fineartist £12,99 

Fine Artist + Creatm Writer Douhe Pace £28,99 

Magic ScMOOLius IUnoe EACH £2*.9! 



OTHERS 



i, EtB,99 - 

AOl Boo fit*o a Count 4-5/6-7yr £1899 

AOIENGLI^SMiTHSYEARSS-tO. . ,..f*CH£?199 

Barbie Cool Look! Fashion Desisnu.... £26.99 
Barbie Riding School £24.99 

BBC TlLTUBBILS/PlNGU EACH £20.99 

j,v=A.HDN.';-^' £22.99 

Pl^yhobil Range , each £1*99 

Print Artist V4|SiERiAl 117.99 

SmnoN's Cmtoon Siww....» £24.99 

Virtual SPiinGfifiD .,.,. £18,99 

Winnie THE Wrc«/A FiSH Who Could Wisi each £9.99 

SMUUCERS 

"120 Watts PMPO, 

SLirToond Sound, 

Loudness Bass System, 

Full Range Tone 
Coiilrol, Power Supply. 




JOB-Z5 

Sils on any 

monitor, 25W 

Peak Power, 

Bass fiooslar. 

£8.99 



Sound, Dynamic Bass 
Super Woofer, 3D 
Surround, Satellite 
Speakers, Power 
Supply. £59.99 



APOCALYPSE POWER VR 




Power VR 2nd 
Generation 
is almost 
-.« . cri here/ We ore 
- -'¥\ K"J'|yP»-^ expecting a 
release at the end of Januaryl 
Power VR 2nd Generation will 
be the most powerful graphics 
accelerator on the market with 

an expected price of under 
£100. Please call for more info.' 

Sonic Sform Pro £47.99 

DVD Player £109.99 

Sirocco Speakers £204.99 



HOME & REFERENCE 




RRP OFfER 

Microsoft 3D MOME MWER £4999. . ..E19.99 

Aljt»OuT£ '98 £59.99 EM.99 

CiNEJMNit'97 £49.99 iia.99 

Creatm Writer a Fine AjmsT £59,99 12S.99 

DAHGeom bEAiMB... _..£29.99 i1l).99 

EWARIA World Atlas '99 £49.99.... £41.99 

EnMmA'9i £17.99 

Enoutia -99 Standard £49,99 £41.99 

Encarta '99 0am £79.99 E&4.f9 

GreetngsWowshot; £3999 . £33.99 

Monet '99 £29.99 .£25.99 

OFfiCE'95ST»i[)Aij)V7 £199.99 £69.99 

OFnci*97PK) W99.99 il99.99 

Plus [ForWindow5'9B1 £49,99 OS.99 

Plus toKids £19,99 £17,99 

STODtm Office "97 £119,99 

Student Plausher £49.99 E39.99 

Student Visual Basic/Visual C++ £119.99 

Student Win '95/Wor«tationE59.99 ES2.99 

Student Works £49.99 £39.99 

WiNLBws '98 £99.99 £75.99 

WmGum. £49.99 410.99 

WOW3V4.5 + Money '97 £59.99 £29.99 

fcoEELDRAw4 £16.99 

CorelPrinthouse » £19,99 

Dance EJ £22,99 

RaveEJ £25.99 

ENaCLORAEDIA BlITANNICA '99 £109.99 

Fawil' Tree Maier V5 Deluxe £33.99 

FlaGTOWER iiANGE EACH £5.99 

Home Gourmet ,. E5.99 

HUTCHIN50N5 EncyclO'EBIA '97 £8.99 

Mavis Tiacmes Tyfino V8 £23.99 

OlDHAHCI SuiviT Map of GB £1 3.99 

0»OBC iHTHACnvE EmctCeopaedia £14.99 





Cleansweep '97 £32.99 

First Aid '97 for Windows '9S £18.99 

First Aid '98 for Windows '95 £26.99 

First Aid Deilju '97 for Windovb '95 £32.99 

First Aid Deluxe '98 for Windows '95 £40.99 

Hurricane '98 El 4.99 

McAfee VirusScan V3 £24.99 

Norton UnimES V2 .„. .£22.99 

Nuts i Bolts £32.99 

ThaVs What I Cau Helt! - tasT Aid '97, NonoN 
Ahiivhu), WiNDHin, PowtnwK, HAHmiAHE 39.99 



LANOUAOE 

BfituR Think & Taik Range 

FKNCH/GEBMAN/SnUUSH/lTUIAN 

«JitfUE$f....EKH £26.99 

UMUiUE ASSEIitNI (TlUSArCI^ EaKY 1UNUTES DOCIMNTS 
(ROM OR INTO FttKH, GERMAN, >WI9I « lTtUW,..EKH E16.9f 

-^7-1 Fl SIM 

^^M| COMPACT 
ElJ^^F WHEEL 

UV^^V Hand-itilched replko 

^'-.JT!.^ FI 10" sleering wheel 
. jelt-c entering i 



to 



torque otilon. Geor chonge funttions on 

steering column, 2 programmable 
buttanl. Durable plailic pedalt. £72.99 



TOPDRIVB 
STEIRING WHEEL 

COMNITE WITH WORUNO GEAtSnCK AND FOOT MDALS 

wKj.iAi ' fl..'rii";'.< I'.'v In.' .:>fei,'ii", wifii *i,i>c.anm 
mxMMB « I'jfu^Hfj <» sK^F/n'CfitMroR/FiRf, f re 

SWTUU FOt USE WITH RU DHVMO OAMCS 

£44.99 PIUGS INTO All 

STANDARD lOVfAD PORTS - NO Sf£CL« UMBWAIE REOUMD 

Srf CUU OFFER!! 

BUY A TOP GEAR 

STEEMNOVmEEL 

AND GH £2 

OFF ANY 

DRIVING GAME 



m 



CH Thiottie Pio .m99 

CH Vktuai Phot Pro £79.9? 

CH Pfo Pedal £79.99 

CH Game Cam £25,99 

CHF-U Fighter Slid £94.99 

CHF-I6C0MIAT Stick £61.99 

Gravis Analogue Pro Jotsticr £19.99 

Guvis Firebird 2 £44.99 

Gravis Gamefad £16.99 

Gravis Gamemd "Pio" .,,£22.99 

SuncomF-ISE Talon £44.99 

SuNCDM G-FORCE Pius You £34.99 

SuNCOM FS THRonLE £89,99 

SiDEMNMR 'Precision" Pro, £44.99 

SiDEWNDti Freestyle Pro £41,99 

Sidewinder Force rEELXACi: £109.99 
Sidewinder Force ftEDiAci; Wheei£ 1 39,99 
Micrdsqft Sidewinder Gamfad £24.99 




AiFAhwAiiro-Siinpit2Hwate*nai 

A SftiTTa CAtU HITH A MFFBENCd 

CoMRArmi inK Win '95 am DOS and 
,f~.,. _j-Q ALL iDTST>aci/RADS, THE Alfa Qliaj) 

-- ■ -■•mOWSjDEVKBIOIIMNNEOEDtOOII! 

KTsncii ran. 7n ions uaa. 




THBVtTWtfTIB PRffPV^T? 

FoiMJLA ] boNG Wheel S Pedau AsstMSLt 

CoMS MiH SiEBjNG WwEL, Gearsto: + Pedals 

RRP El 24.99 OUIt PRICE £99.99 

Force Feedback version {1 19.99 

Thrustmaster FI Sprint Steering Wheii 

RiiP£54 99 0URPeiCE£44.99 

Maximise pgrfomiGnce & rciponsivsncts wHh o 

TbruslmQster ACM Game Card £21.99 



1^1 

F-16 PLCS JorsiKi- fu'-Mi Four t-i" iv.^, 

3Bjlii.'lt3j«STAGETillC,GfRlP<MJllSMIQI i1l»,99 

F-14 lOs Iiwnu - True Beplca of F-16 Ihrotiu Ou«o-r«wi 

ir^'fv fri'j«5TAi«TNGCuec«Co«TRQi,TwoDnis, 

T«5 3-P0iiTiONawrCMESli4-WAT«OOStWCH ....£109,99 

AriACRTKRomE.. £41.99 

F-TlJovsTW :i29,99 

XfHWTERjmsnai £38,99 

EUTE KUMiR Pemis . . .. £49.99 

Top Gun Officul Jotsiwi ■ 4 Way Hat Saitch, \toGHTiD 

BAif,3fc.iLtL-Bui:^'*,Qijici;AcTiONT«cCER £28.99 

Thrusmaster FuOHt Put ■ WLiDES Toe Gun iOYSTO, 
Attacx Throttle iEuTiFEDALS £119.99 



SAITEK PRODUCTS 




UnAPOUABLY the B[JI eUNOLE 
AYAIUtDLEf ElCILUNI lEVlim FHOII 

AU. PAAGAIINtS, EVEITf FtAHJPf 
CONCilvABU ■ CALL FOR "ORE INFO 

£74.99 



CDtOROl AUOM YOU TO PUT AND 

HA5IER COHPlil SAJiUS MORE 
EASILY, SllrWf lOUtH FHi PiaURf 

10 cowTKL THE oame! Fully 

PaOClAMMABlI, a WAI TKLIMI PAD 





I lUTTCM, HCimHIU TUIH AW AUTD-W ' 

uucT, LED. AuTO-cAuauThQ, IS ^ 

£14. 





SAlTtnACEMiTERlS 

4 MinoEWTom rh hittoms win tuhd- 
RH, Hat nnroi, upoAn twdthi iivir, 

PROIBIBmHaU 

£21,99 



;4 Racino Whhl i PfDALs 

;A5* ClAdMNG SYSnil, TlT 

PADDED WHECL. Ratio Digital 

TECHNOLOGY, GEAR STIOI AMD 
iHIFI PADDUS. 1 49,^5 

1 WITH Force F[HHAaiE129,99 

24 PROGRAAUAABLE ACTIONS, LLFT OR RIGHT 

HANDED, HAI SWITCH, 3D TWIST FUNCTION 

AND 3 HANDLE ADIUSTMENTS TO ALLOW TDU 

TO HAKE II FIT TOUR HAND PERFECTLY! 

Saitbi X34F Prograauaable FuGHisnai £44.99 

SAitn X35F iHROTTLi Rdodee Ststew £34.99 

VRfl Xcelerator Analogue Wheel 

and Pedals Plus Network Q Rally & 

Infl Rally Championship £29.99 




Spate Orb 360^ 

W/10 - PC Horrtep^Q QQ 



visit 



'Get Unreal for just £10 

It tfit MOW tilMf 



wv/^.spacetec.com ^ 

for more info 

In REAL-LlfE, you don't think about 

HOW to move... yoiy just do H. 
Shouldn't if be the some in your 3D 
gomes? Break the barrier of duriky 

linear 2D keyboard, mouse and 

jay^ick play with full-blov/n 6-oxis 

360^ control in any and every 

direction. Perform oufrogeoos combo 

moves like circle strafes, diving rolls, 

swot moves and (he inde/ensib/e 

cJeofh b/ossom... moves impossib/e 

with the fceyboanj. mouse or lOystick. 

Recornmended lor all 3D games, e.g. 

QiJoke, Tomb Raider, forsaken. 

Unreal. This is also the only controller I 

direcrty cwnpotible wHh oil laptops. [ 



Hint Books 

Age of Empires Solutions . . .£12.99 I 
Commandos Official Guide £16.99 
Creatures 2 Official Guide .£15.99 
Discworld Official Guide . . .E16.99 

Final Fantosy 7 Guide £14.99 

Grim Fandango Guide . . . .£)S.99 
HaH-Ufe Strategy Guide . . .£15.99 
Internet for Dummies V4 . . .£16.99 I 
MS Combat Flight Sim GuideE 1 6.99 1 
MS Fligiit Sim 98 Moves .. .£16.99 f 
Rrven Unacrthorjsed Secreh .£6.99 
Tomb Raider OfBcial Guide £70.99 

Tomb Raider 2 OfficiaF £10.99 

Tomb Raider 3 Officiaf £10.99 | 

Windows '92 for Dummies .£18.99 
Windows '9S for Dummies .£18.99 
X COftt: Apocalypse Guide .£15.99 ' 



0MIfI IIMBS O^fMi 
MON.FRI 9om - 8am 
SATURDAY lOom - 7pm 
SUNDAY lOUFn - 4pm 

EMO QVIMBU MX<HJUI<U PMlCf I 
IF YOU ARE UNHAPPY WITH YOUR 
PURCHASE FOR ANY REASON, 
SIMPLY RETURN THE ITEM WltHIN 
48 HOURS OF RECEIPT AND 
SUBJECT TO A FEE [10% OR 
MINIMUM E4), WE WILL SWAP IT 
FOR ANOTHER ITEM WE RESERVE 
THE RIGHT TO REFUSE EXCHANGE 
IF THE ITEM IS NOT RECEIVED BACK 
INEEBitCICONDITlON]. 

ORDER BY CREDIT CARD, CHEQUE, 
POSTAL ORDERS OR CASH (PLEASE 
•thin TASH RY RFfil^TFBFD POST 



> SEND CASH BY REGISTERED POST 
FOR YOUR OWN PROTECTION). 

OtSn WITH COMnDIMCI FROM 
ONE OF THE LARGEST SUPPLIERS IN THE 
COUWniYI OVER 250,000 HAPPY 
CUSTOMERS SO FAR! 

HT CUM DBimrrniB OF 

CfUMMTO U.K. MAINLAND. WE 
PROVIDE THE fMngT DELIVERY 
SERVICE AROUND: 1 3 WORKING 
DAYS MAX ON STOCK ITEMS /PLEASE 
AUOW S DAYS FOR CLEARANCE IF 
SEfJOING A CHEQUE) NEXT DAY 
DEUVERY FROM £4. ORDERS PLACED 
BEFORE 3PM ARE SENT THE SAME 
DAY (SUBJEa TO STOCK). 

i«w<i OF nnis 4wuuuf. 

WE ALSO STOCK GAMES & 
ACCESSORIES FOR PSX, N64, 
SATURN 8. OTHER CONSOLES 

OTHER COMPANIES MAV TAKE 
YOUR MOHir IMMEDIATELY BUT 
WITH GAMEPLftY YOU WILL BE 
SAFE KNOWING THAT YOUR 
Cfffffir OUD WIU NOT u 
DEBiTMO uiwni rouff 0«S» 
U OtSPATCHEBt 










S^c-- 



-ut out this order (orm and post to: 
^GAMEPLAY, ENTERTAINMErfT HOUSE, 
OlOSS OUNCaiOR Snsr, LCB>S, I.S6 ZTO 

Name: HAVE YOU OH)ER£D BEFORE? YES/ NO 

Address: 



Item description 



Price 



OmONAL EXPHSS CHIOUI OiMtANO. If vou wt 

PAYING »t CHEOUt ttil DO DOT WANT TO WAH TOI II TO 
CLEAA e\tKA ADD £2.00 NEIFE K* EIPWSS CLEMIAXC' 



^iiic«artnMliyoil|)»«»iHip>J«i»>r>iNtUK. pep 
OpWHl HBLQAISfUOtl im'ali't E' 00 <» 1 g 



Postcode: Signature: 

Tel: Fax: 

CashH Cheque n Postal Order Q CardD Hfl ^0 l^yil Q 

CARDNo.nnnnnnnnnnnnnnnnnn expiry date nn/iJLi issue no. nn 



TOTAL 



Cheques poyoble Io 'Gamepia/. 

Prit«i rnay ba lub^vcT Io fliKfuortDn E & OE 



'Pleose note Ihol express cheque clearance does not apply to Building Society cheques 



SUPPLIER OF COMPUTER GAMES! 
AIIAL ITVI CEPVirEI 



Wi 
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SOUND CARDS ROUND-UP FEATURE 





Everyone is obsessed with eicing tlie most out of their 3D graphics card, but no one seems to be applying the 
same thought process to sound cards. ZONE locked Tim Panting in a room for a month and didn't iet him out 
until he could tell us which 3D sound cards to buy - and why 



Sound hasn't come easy 
to the PC community. 
In the beginning, 
games developers had 
a beeping speaker to 
play with. Clever ones 
managed to get it to 
sound like a poor short -wave radio - 
anyone remember early flight sims 
with crackly radio messages like 
"Watch your six" that locked the PC 
each time they sounded? 

In the late '80s came the first 
sound cards: AdLib developed a 
board that produced music using 
FM synthesiser chips (one step up 
from bleeps); and then Creative Labs 
delivered the killer punch - digital 
audio from pre-recorded 'Wave' 
files stored on the hard disk and 
played back via their ubiquitous 
SoundBlaster card. All of a sudden, 
games had sound effects. 

As a result of this, until a couple of 
years ago gamers really only had a 
couple of considerations when 
choosing which sound card to buy: 
SoundBlaster compatibility, since 
DOS games tended to work properly 
only with this, and price. While the 
musical capabilities of sound cards 
improved with such innovations as 
WaveTable synthesis (using 'samples' 
of real instruments as opposed to FM 




new opportunities presented 
themselves. The ISA bus wasn't 
capable of playing back loads of 
sound effects simultaneously - it was 
too 'narrow' in data transfer terms; 
the PCI bus was fatter than a packet 
of pork scratchings. Couple this with 
Windows 95 giving a set of 'hooks' for 
sound cards at operating system level 
(removing the need for SoundBlaster 
compatibility) and all of a sudden 
more sound effects could be played 
back at higher quality. 

Then came DirectX. This was 
another more powerful set of 'hooks' 
that enabled developers to do 
increasingly sophisticated things with 
games without writing for particular 
peripherals (graphics cards, sound 
cards etc). One of the elements of 
DirectX was DirectSound, shortly 
followed by DirectSoundSD, more of 
which in a moment. 

A BRIEF LESSON IN AUDIO PHYSICS 

If you don't want to know how 3D 
audio works, skip this bit. It's a bit 
tedious. But then again, you won't be 
able to bore people in the pub or 
online, will you? 

Until recently, 3D audio needed to 
be pre-encoded and played back on 
special hardware. For example, home 
cinema buffs could play back films 





approximations of them), on the 
digital audio side the quality 
improved but little else. 

But with the move from ISA to PCI 
bus and from DOS to Windows 95, 



with sound effects coming out of 
speakers behind them. But this 
couldn't be done in real time, so it 
was useless for gamers except for 
playback in cut-scenes. Besides, you 



needed at least four speakers and 
some special decoding hardware 
for it to work. 

Then the boffins stepped in. We 
have just two ears, and we hear sound 
in 3D. So surely we could 'fake' 3D 
using two sfieakers? Obviously, 

^If you can afford it, go 
for a card with support 
for four speakers. You'll 
need an extra pair of 
powered speakers and 
long cabling as well, 
but it1l be worth it in 
the long run99 

placing sounds horizontally is easy 
enough: if it's to the left, then it 
arrives at the left ear first and is 
louder in that ear, and vice-versa. But 
what about telling whether a sound is 
coming from above or below, or in 
front or behind? 

At universities round the world, 
men in lab coats fired sounds from 
different directions at artificial heads 
attached to artificial shoulders, and 
recorded how the sound received 
within the ear was different 
depending on which direction it came 
from. They discovered 
that the ear 'filters' 
sound depending on the 
direction it comes from 
and the brain decodes 
this information 
subconsciously. The 
boffins developed what 
they called Head- 
Related Transfer 
Functions (HRTF), a set 
of mathematical algorithms that could 
be applied to basic sounds to add 
positional information for decoding 
by the grey matter between our ears. 
(You have got some, haven't you?) 



This is the basis of real-time 3D 
audio on the PC. There are a number 
of programming standards that 
developers can write for, the most 
important being Aureal and Sensaura. 

Pretty much all 3D sound cards 
support one or the other or both. 
But Microsoft, bless 'em, stepped 
in with a new DirectX component 
called DirectSound3D, which was 
a subset of these more powerfiil 
standards, enabling all developers 
to write 3D sound into their games 
without worrying about specific 3D 
audio standards, 

But it's not quite 'game over'. 
Unfortunately, clever though HRTF 
technology is, the men in white coats 
discovered that we're not as good 
at determining where sounds are 
coming from by using just our ears 
as we originally thought. Basically, 
if you sit someone in a room, blind- 
folded and with their head strapped 
rigidly in place, and fire sounds at 
them, they're okay at determining 
where sounds are coming from on 
a left-right scale, passable on an 
above-below scale - but what if 
they're coming from the front or from 
behind? Crap. Totally crap. You see, 
in real life we turn our head to decide 
whether a sound is coming from in 
front or behind. And two speakers 
(whether- in headphones or cabinets 
in front of us) will never give us more 
information when we turn our heads. 
Thus, 3D audio works far, far better 
in four-speaker systems, where we 
actually have sounds coming from 
behind us. Then we can turn our head 
and know that the rocket that's about 
to toast our giblets is indeed coming 
from behind and not in front. 

Of course, there are many other 
cues that help our brain. Vision is 
one. When you see a rocket coming at 
you, it's pretty clear the sound is in 
front. And for stuff hke distance and 
movement, you have frequency shifts. Q? 
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Sounds from afar have a different 
frequency panem than the same 
sound close up. And moving sounds 
have 'doppler shift', where the pitch 
changes as they move towards or 
away (like an express train going 
through a station). The 3D algorithms 
used by DirectX take all this into 
account. 

There's another problem. All these 
real-time calculations need a lot of 
processor power. The situation is 
exactly the same as with 3D graphics 
cards: games will hook into Direct3D, 



but ifyour graphics card isn't doing 
the calculations and shifting stuff 
about in its own hardware, it leaves 
your CPU and RAM to do the work - 
which slows the game down. The 
same goes for 3D audio: if the sound 
card isn't working out the 3D sound 
algorithms in hardware on the card, 
the game uses your CPU. And that 
slows things down. 

Now you've got your audio physics 
certificate, let's get down to business: 
how does this mumbo jumbo affect 
your choice of sound card? 



CHOOSING 3D SOUND CARDS 

For best results, the techie stuff we've 
mentioned gives some clear 
indications as to what to look for. First 
off, the more calculations the sound 
card handles on board, the better. So 
you need one that features 'hardware 
acceleration' of 3D audio. The claims 
made on sound card boxes can be 
pretty misleading in this respect, so 
read the reviews of cards here 
carefully. Secondly, ifyour budget 
stretches to it, go for a card with 
support for four speakers. Remember: 



you'll need an extra pair of powered 
speakers and long cabling as well, but 
it'll be worth it. That's not to say 3D 
sound is useless without four speakers 
- DirectSound3D is surprisingly good 
with two when combined with the 
visual cues games give you - but the 
results are much better with four. 
Also, it's clear that you should 
avoid ISA sound cards at all costs - 
they simply can't handle multiple 
sound effects adequately. Nearly all 
manufacturers have PCI cards aimed 
ai the games market, and those that 



SPECS 




Buying a sound card? 
Check out our table that 
will give you nothing 
but the facts, man 



MANUFACTURER 



Diamond 



TMnt0C 



VMeoLxigk: 



CraatlveLabs 



MODEL 


Sonldinpact S90 


XLerate 


SonlcStonn Pro 


SoundBlaster PCI1 28 


PRICE 


£39 


£59 


£50 


£49 


SLOT TYPE 


pa 


PCI 


PCI 


PCI 


MAIN CHIPSET 


Aureal Vortex AU3820B2 


Aureal Vortex AU8820B2 


ESS Maestro-2E 


ES1370/CL5507 


NUMBER OF HARDWARE 
ACCELERATED 3D STREAMS 


8 


8 


8 


32 


4-SPEAKER SUPPORT 


No 


No 


No 


Yes 


3D STANDARDS SUPPORTED 


DS3D.A3D 


DS3D,A3D 


DS3D, Sensaura, A3D (emulated) 


DS3D,A3D (emulated) 


EXTERNAL CONNECTIONS 


Line in, Mic in, Line out, Game/MIDI 


Line in, Mic in, Line out, Game/MIDI 


Line in, Mic in, Line out, S/P-DIF out, 
Game/MIDI 


Mic in. Line out, Aux in/Rear out, 
Speaker out, Game/MIDI 


INTERNAL CONNECTIONS 


CO-Audio in, TAD in,Aux in, Video in 


CD-Audio in, WaveBlaster daughtertraard 
connector, Terratec Radio Connector 


CD-Audio in, Aux in, Video in, 
PC speaker in, 128 digital in 


CD-Audio in, TAD in, Video In 


WAVETABLE SIZES 


4Mb GM, uses system RAM, 64 voices 


4Mb GM, uses system RAM, 64 voices 


2 or 4Mb GM/XG, uses system RAM, 
64-voice + 128-voice software 


2, 4 or 8Mb GM/GS, uses system RAM, 
128 voices 


SYSTBH REQUIREMEKTS 


Win 95/98/NT4, P90 (P200MMX for 30), 
8MbRAM(16Mbrec) 


Win95/98/NT4, P100 (P200MMX rec), 
16Mb RAM (32Mb rec) 


Win 95/98/NT4, P75 (PI 66 for softsynth), 
16MI) RAM (32Mb rec) 


Win 95/98/NT4, P75, 16Mb RAM 


EFFECTS 


Chorus, Revert 


Cboms, Reverb 


Chorus, Reverb, Flange, Echo, 3D 


Chorus, Reverb, 3D 


BUNDLED STUFF? 


Midisoft Internet Bar, 
Midisoft Recording Studio 


Command & Control. Cu basis, 
Edison Wave, Internet Phone, 
Mixman StudioBE, SmartWord 


JetAudio, S-YXG50 softsynth, 

tons of useful shareware 


Creative Multimedia Deck, 
WaveStudio, SoundOLE 


WARRANTY 


3 years 


2 years 


5 years 


2 years 


CONTACT 


Diamond, 0118944 4400, 
vrww.diam ondmm.co.uk 


Terratec, 01600 772 111, 
www.terratec, co.uk 


VideoLogic, 01923 277488, 
www. vid eologic.co.uk 


Creative Ubs, 01245 265265, 
vmw.soundblaster.com 


8 STREAMS 


26% 


26% 


5% 


9% 


16 STREAMS 


44% 


44% 


23% 


14% 


32 STREAMS 


96% 


96% 


65% 


28% 


64 STREAMS 








44% 


NOTES 


Maxed out before 64 streams 


Maxed out before 64 streams 


Maxed out before 64 streams 





GRAPH 

Test machine: P1I-300, 64Mb RAM. 
Tlie left-hand scale shows CPU overtiead 
(ie lower = better), the bottom scale 
shows number of DS3D streams played 
simultaneously 




SoundBlaster PCI1 28 


ao% 


- 






















40% 
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PERFORMANCE RATING 


60% 


60% 


72% 


90% 


VALUE 


77% 


75% 


83% 


90% 


PROS 


Cheap 


Good software bundle/WaveBlaster 
upgradable for music 


Good all-rounder for games/music 


Surprisingly good 3D performance 


CONS 


Not a great bundle 


Expensive tor a Vortex card 


3D acceleration not as good as Vortex 2 


Basic bundle 
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don't (such as Guillemot, the maker 

of the only ISA card in the test) will 
have them early this year. 

When it comes to choosing a 
card that's ideal for gaming, you 
need one that can handle multiple 
DirectSoundSD 'audio streams' 
adequately. Each distinct, positioned 
sound effect uses an audio stream. 
So if you have a scene with monsties 
and gunfire, vehicle noise and the 
full monty popping up over the 
soundstage, the more streams you 
have, the better. Cards which feature 



hardware acceleration of 3D audio 
basically perform the calculations 
for a certain number of streams with 
'help' from the sound card itself. 
Most cheaper 3D audio cards do 



vary from chipset to chipset on the 
sound card. For example: though the 
original Vortex chipset (used by the 
Diamond Sonic Impact S90 and 
Terratec XLerate cards reviewed here) 



^If you have a scene with monsties and gunfire, the 
more audio streams you have the better^ 



this for only eight streams; the 

more expensive may support a larger 
number of hardware-accelerated 
streams, say 16 or 32. Also, bear in 
mind that levels of hardware support 



from Aureal claims eight hardware- 
accelerated streams, the level of on- 
chip acceleration is very low - there's 
still a significant load on your CPU for 
these eight streams. However, in 



contrast, the Vortex 2 chipset (used 
in the Diamond MX300) supports 16 
accelerated streams with almost no 
load on your main CPU at all. 
When your card uses up its 
allocation of hardware-accelerated 
streams, additional 3D audio streams 
are handed over to your CPU. So if 
your game wants to use 16 streams, 
the first eight will take very litde CPU 
time, but the last eight considerably 
more. And in order not to see a 
massive slow-down, you need a 
powerful PC to handle this. 




temaha 


Diamond ^"^ 


Crea Ave Labs 


Gulllennt 


WaveFon»WF192XG 


MnnstBrSound MX300 


SoundBlaster Uwl 


MaxlSound 64 Dynamtc 3D 


£59 


£69 


£149 


£41 


PCI 


PCI 


PCI 


ISA 


VamariaYMF724C-V 


AurBal Vortex 2 AU8830A2 


EMU10K1-EBF 


Dream SAM9407 


8 


16 


32 


N/A 


No 


Ves 


Yes 


Yes 


DS3D,Sensaura,A3D (emulated) 


DS3D,A3D2.0 


DS30,A3D (emulated), EAX 


DS3D 


Line in, Mic in. Line out, Speaker out 
Game/MIDI 


Mic In. Line out, Rear/Headphone out, 
Game/MIDI 


Line In, Mic In, Line out, Rear out, 
Game/MIDI out; breakout spine has 
MIDI In/out, S/P-DIF in/out and Digital 
Speaker Out 


Mic in. Line out Rear out. Line in, 
Speaker out, Game/MIDI 


CD-Audio in, TAD in, Aux in, Video in 


CD-Audio In. Modem in, Aux in, 
WaveBlaster daugt)tert>oard connector, 
MX-LInk connector 


CD-Audio in, TAD In. Aux in, Video In, 
I2S digital In, CD S/P-DIF in 


CD-Audio In 


2Mb GM/GS/XG, uses system RAM, 
64 voices + 128 software 


4Mb GM, uses system RAM, 320 voices 


2, 4 or 8Mb GM/GS, uses system RAM 
570-plus voices 


2Mb GM/GS, uses dedicated RAM 


Win 95/98/NT4, PI 20 (Pll 233MHz tor 
Sondius XG), 32Mb RAM 


Win 95/98/NT4, P90, 8Mb RAM (16 rec) 


Win 95/98. P133, 16Mb RAM 


Win 3.1/95/98, 486DX/2, 8Mb RAM 


Chorus, Reverb, Variations 


Chorus, Reverb 


Chorus, Reverb, Flange, Echo etc, 3D 


Chorus, Revert). Flange etc, 3D 


YStation 32, S-YXG50 soflsynth, 
XGWorks Lite, Classic 100, MIDIPlug, 
SoundVQ, Tiny Wave Editor 


Midlsoft Internet Bar, Midlsoft 
Recording Studio, MuslcMatch JukeBox 


Unreal, SoundForge XP, Cubasis, 
MIxman Studio, Creative utility set 


Max! Digital Rack. Cakewalk Express, 
Internet Phone 


N/A 


3 years 


2 years 


1 year 


Yamaha, 01 908 366700, 
www. waveforce.com 


Diamond. 0118944 4400, 
www. dlamondmm.CD.uk 


Creative Labs, 01245265265, 

www.sbllve.com 


Memsotve, 03454136543, 
www.guillemotcom 


25% 


1% 


7% 


5% 


37% 


2% 


11% 


9% 




45% 


20% 


18% 


39% 


Maxed out before 32 streams 


Maxed out before 64 streams; scores so 
high on performance because up to 1 6 
streams shows almost no CPU overtiead 




Results are academic, as audio 
break-up due to ISA bus meant sound 
was unusable after a few streams 
opened 
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40% 
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SoundBlaster Uvel 





55% 


90% 


92% 


35% 


70% 


95% 


80% 


65% 


Excellent for music 


Excellent price/performance 


Good performance, good bundle, 
powerful for music and games 


Cheap, good for music 


Not as good for gaming 


Slows down above 16 streams 


Expensive 


ISA card not great for 3D audio 



SPEAKERS 



Get yourself a decent 
set of speakers to 
make sure that new 
sound card delivers... 

If s a truism that no matter 
how spankadelic your 
sound card, if you have 
crap speakers the final 
results will be less than 
desirable. An obvious 
point, pertiaps, but what 
you may not realise Is 
that 3D audio Is more 
demanding of speakers 
than conventional stereo. 
A lot of HRTF Information 
that our brain decodes 
relies on speakers having 
crystal-clear sound, rock- 
solid phase accuracy and 
a very broad frequency 
range. So those £40 grey 
plastic jobbles just arent 
good enough. 

When you're buying 
speakers, shop around 
verv carefully. Sub-wioofer/ 
satellite combinations are 
appealing, but make sure 
the satellite speakers are 
meaty enough: If all the 
tiass comes out of the 
sub-woofer, you won't 
get any posltlonal infor- 
mation when a boomy 
explosion occurs. 

In ZONES opinion, the 
best speaker system we've 
come across all year is 
the VideoLogIc Sclrocco 
set-up - unbelievably 
kHJd, crisp, and a bargain 
at E235. (It may sound 
a lot of money, but the 
set-up actually consists 
of five amps and three 
speakers made to hi-fi 
standards - you get what 
you pay for.) And while 
you're at It, you can use 
your old speakers for 
the rear channel it you 
have a sound card with 
two outputs. 
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As a rule of thumb, you need to 
match the card to your CPU power. 
For Pentiums, the best bet is a card 
like the Diamond MX300 
which runs up to 16 streams 
with almost no drain on the CPU - 
but you pay more for this privilege. 
For slower PIIs and Celerons. up 
to around 333MHz, you should go 
for cards like the SoundBlasters or 
SonicStorm Pro, which offer a good 
compromise between acceleration 
and price. If you have a fast PII, then 
it's basically down to price alone. If 
you have the money, go for a better 
card, but if you want to keep costs 
down you can opt for a cheaper card 
and still get good results. 

Take a close look at the graphs in 
the table on page 112. The vertical 
scale shows the percentage of CPU 
power used when playing back the 
number of 3D audio streams shown 
along the bottom. The less CPU power 
the card uses, the better: you can 
run multiple audio streams with 
the minimum slow-down. 

Three cards are clear winners here: 
the two Creative Labs offerings and 
the new Diamond Monster Sound 
MX300. The Creative ones show a 
fairly linear increase in CPU overhead 

^Audio technology for PCs 
is rapidly accelerating 
beyond the simple days 
of SoundBlaster Pro 
cards -and that can only 
be good for gamers^ 

as the number of audio streams is 
increased; the latter uses almost no 
CPU power {less than two per cent) 
when playing back up to 16 streams ~ 
though it takes a leap after that, as it 
accelerates only the first 16 streams in 
hardware: then it's down to your CPU. 
The cards based on the first Vortex 
chipset show how little hardware 
acceleration is actually occurring, 
even for just eight streams. Similarly, 
the Yamaha card, designed primarily 
for musicians, shows limitations. 

The MaxiSound 64 Dynamic 3D is 
a bit of a ringer here - it's the only ISA 



card, it's relatively ancient, and 
it's included for reference only. 
The graph appears to show good 
performance, but in reality the ISA 
bus causes stuttering 
of audio after only a 
■ channels are open, rendering it 




useless. The Dream chipset is 
powerful, hence the low CPU 
overhead, but the bus can't compete 
with PCI. All the other cards showed 
little stuttering, even with 64 streams 
playing simultaneously. There are 
many other older cards which use 
the same Dream chipset (other 
MaxiSound boards and Terractec's 
EWS64 series) which show similar 
problems. However, don't write off 
those manufacturers - ihey all have 
PCI cards in development that should 
be much better for gamers. 

Worth mentioning here is the 
fact that Creative Labs are once 
again trying to corner the market, 
with a proprietary technology 
known as Environmental Audio 
Xtensions (FAX). This is an extension 
of DirectSound3D, and basically 
enables developers to include more 
sonic texture and reflections to 
sounds in real time, specifically those 
characterised by the environment of 
the game. For example: the same 



THE CARDS THAT GOT AWAY 

ZOJVf looks into its speccy crystal ball to divulge which new 
sound cards we should be looking out for in the near future 

No matter what time of year we decided to sit down and write this feature, there 
were Inund to be a few cards ttiat we couldnt get hold of In time. Though the 
Diamond Monster Sound MX300 Is the onty one using the Vortex 2 chipset, expect 
a few other cards with similar specs any Hme now, And from a quicli chat to some 
of the manufacturers who supplied cards for the review, expect some serious 
competitors early this year - from Terratec and VideoLogic, for exampl& 

Special mention must go to Guillemot, who have already announced that their 
Isis card will Iw launched early next year. It's the company's first PCI offering, aimed 
squarely at musicians, but the spec sheet suggests that it may well be a goodie for 
gamers too. PC ZO/VE will be reviewing the card as soon as we get our mitts on it 



sound is different in a metal tunnel 
from how it is in a field, and EAX 
simulates this. For this reason the Live ! 
becomes an even more desirable 
option - those games that currently 
have EAX support {Unreal, for 
example) sound fantastic. Let's hope 
other manufacturers can get involved, 
otherwise Creative could once more 
have it their own way... 

irSNOTJUSTAGAME 

This review concentrates on gaming 
performance, but you may have 
other considerations as well. For 
example, many of the cards have a 
TAD connector internally, which 
enables them to be connected to your 
modem for telephony. In this case, 
they use a feature of the sound card 
known as 'duplex' operation - the 
card can both play and record digital 
audio at the same time, enabling 
conversations over a phone line. All 
the cards here are full duplex. This 
feature is also used by games that 
enable you to trade audio insults in 
multiplayer mode. 

For music, there are a host of other 
considerations - see the Music panel 
(right) for more information. You 
may find a compromise between 
gaming performance and musicality 
is a necessary evil, depending on the 
weight you place on each activity. 

FUTURE DEVELOPMENTS 

At the moment, DirectSoundSD 
is flavour of the month. But there 
are many other technologies that 
Microsoft are active in developing and 
promoting, including DirectMusic. 
Many of the issues are well beyond 
the scope of this feature, but a few 
aspects are worth mentioning. 

Many sound cards support DLS 
(DownLoadable Sounds) - these are 
typically musical instruments for use 
by the music synthesiser on the card. 
However, DLS can also include sound 
effects in games. Certain developers 
have already made use of DLS - 
Bullfrog in Dungeon Keeper, for 
example. Since the synth engine on 
the sound card usually uses little in 
the way of CPU power, this is an 
additional source of sound effects that 
doesn't tax your CPU. In addition, it 
may remove the need to spool music 
from the CD in digital format - high- 
qualiry orchestral sound can be 
reproduced using DLS, as opposed to 
General MIDI. And as more devices 
become available that use the USB 
(Universal Serial Bus) on modem PCs, 
many digital processes which are at 
present the domain of high-end audio 
cards may make it to desktop PCs, 
especially as CPUs increase in power. 

What's certain is that audio 
technology for PCs is rapidly 
accelerating beyond the simple days 
of SoundBlaster Pro cards - and that 
can only be good for gamers. DS3 



MUSIC 



You want to make sweet 
music with the help of your 
sound card? Here's how... 

Cards for musicians have to be 
designed wtth different priorities 
from those intended for gamers. 
They need to be quiet in operation 
(typically with a signal to noise 
ratio of 93dB or better), have digital 
inputs and/or outputs, focus on the 
quality of the WaveTabie soundset 
with a broader specification than 
ttiat offered by General MIDI alone, 
and ideally good multi-channel 
audio capabilities - but for non-3D 
sound. Many ISA cards still perform 
well here, none more so than 
Tterratec's awesomely good 
EWSG4 rang& The Rolls Royce 
of ttie bunch Is the £750 EWS64L 
plus Microwave PC add-on, a 
sound card with a state-of-the-art 
synthesiser that occupies a free 
drtve bay in your PC (incidentally, 
the synthesiser it's based on 
sells standalone for over £1000). 
The sounds It can produce are 
truly amazing - even ttiough 
the manuals are almost 
Incomprehensible and It takes 
forever to learn how to use H. 

Alternatively, far those wtth 
more conservative musical tastes, 
the Yamaha SW1000XG PCI sound 
card may be ideal. The WaveTabie 
has no less than 20Mb of samples, 
ghring the instruments fantastic 
ciartty. Not only that. It also has a 
host of digital effects on-board, 
copes admirably with multi-track 
digital audio... and It's a steal at 
E450. Just don't expect it to Iw 
any use for gaming - it doesnt 
even have DirectSound drivers, 
let alone DirectSound 301 

Of the cards on offer here, the 
Yamaha WF192XG Is a bargain 
for budding musicians, as its XG 
specification enables greater 
control of sounds as they're played 
back than plain General MIDI. The 
SoundBlaster Live! should be a 
favourite among home musicians, 
with Its fadltty to upload your 
own sample sets and digital I/O. 
And don't forget ttie VideoLogIc 
SonicStorm Pro, which combines 
good musical credentials with good 
games perfomiance at a low price. 



Sounds good: Yamaha's SW1000XG. 
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SUBSCRIPTION PRICE HELD 



Beat the cover 
price rise 



Computer Shopper's cover price has just 
gone up to £2.45 - but we're holding down 
the subscription rate so you can beat the 
price rise. At just £4.99 for 3 issues, 
you'ii save £9.44 on the annuai shop 
price when you subscribe today. 

How complete 
and return this form 
within 7 days (f) 





CIAIN YOUR FREE CD-ROH GIFT 



As an extra bonus when you reply within 7 days you'll get the 
FREE Premier Selection CO-RON. containing 4 FULL PRODUnS: 

O WinDelete Essentials 3.0 - FULL PROOUCT WORTH £19.99 

Eliminate all traces of unwanted files plus keep your system organised and optimised 
with the only complete uninstaller. 

O HorphStudio - FULL PRODUCT WORTH £58 

Have fun transforming your friends into wierd and wonderful people wHI) thti wacky 
morphing and image manipulation package. 

O l^lk Now! Learn French - FULL PRODUa WORTH £24.99 

Achieve confidence in elementary French thanks to this audio-visual language 
program. Includes special discount offers trom Eurotalk. 

O Wing Commander: Seoet Ops - FULL GAME 

Defend the Galaxy through the total annihilation of warring aliens in 56 
mind'blowing missions. 

Some pnitrains on thB FWE CO-IWH [KMre WlrWws 95. wing Cornandor. SBOrt OpG requtBS In^^ 
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COMPUTER SHOPPER BEAT THE PRICE RISE 



VESlQ ' want to subscritK to Computer Shopper and receive my FREE Premier Selection CD-ROM. 
OrQ I am already a subscritier, please extend my sutiscilptlon and send me my FREE CD-ROM 



©□ Direct Debit payment - only £4.99 every three issues (UK only) 



Mr/Mrs/Ms 



Forename 



Surname 



Job title 
Address 



Company 



Postcode 



Daytime phone 



Email 



Complete section OCheque, OCredit/Debit Card or ODIrect Debit 

OD I enclose a cheque for £19.99 made payable to Dennis Publishing Ltd (12 Issues -UK only) 
on Please charge £19.99 {12 issues - UK only) to my: 
n Visa □ Mastercard D AMEX Q Switch (Issue No, ) 



Card Number 
Expiry dale 

Signed 



Today's date 



Instruction to your Bank or Building Society to pay by Direct DebU n^S'" b^ 



PInu nn In IM fgtni (iid md id: OlHinll niMllhing Lid, FREEPOST WDT, enitol eS32 OZZ. 

Name and full pottal addrem of your Elank or Building SocMy 

Ortslnilot'i Mmunobon Numbsi 
Td tha minivar Bink ninia 



AccDUfil in Okt nsm«|i) cpf 
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M M. M M oonwMM b) DmvM PuHMkv 



MMa ii n iMicn u«a n n MOB* ami hr 



BrvKh HKt code 
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FREEPOST WD7, Bristol BS32 OZZ (No stamp required) P903 
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stuck on a game? Tense, 
nervous headache? Those 
funny little spots come 
back? Cheer up, here 
comes the PCZOfff team, 
all dressed like Lester 
Piggott and thundering 
into view atop their mighty 
^ chargers... 



muhhstihsmoniii... 



;i&CHEATMASTER 

If al lirst you don't succeed, cheat. Allow us to 
show you how it's done, 

117 DEAR KEITH 

We know hovi trustrating It Is to get stuck on a 
game. Which is why Keith Pullln's here to provide 
the answers. 

1 18 GRIM FANDANGO 

Part 2 of our guide to LucasArts' classic gives you 
hints and lips on how to solve those pesky puzzles. 

1ZZ SETTLERS III 

Let Richard Crook tell you a lew things that will 
help you on your way. What a nice chap, eh girls? 

124CARMAGEDD0Nli 

Read our mission by mission walkthrough, then 
flatten fat dogs and mistreat mental patients - all 
in the name of fun. (Hey, it's only a game.) 

128 HOW TO... 

Part t of our guide to making your own Half-Lile 
levels. 

133 DEAR WAZZA 

Need a hand with a technical query that's bugging 
you? Ouf tech-liead Wazza is here to help. 

136 WATCHDOG 

Not satisfied with the service you've received? 
Pissed off with being fobtred off? Allow PC ZONE 
to take up your case. 



YOUR HOSTS 




CHEAT 
MASTER 

Once again we've scoured every corner of the PC games 
world for the latest cheats and 
dastardly deeds. Have fun 

OCHEATMEISTER Keith Pullin 





Steve 
HIM 



DNTHECD 



We've got over 
1200 games Ups 
and solutions 
squeezed on to ttils 
month's CD. Check out tlie 
Edftoilal section of your CD-ROM 
browser to track them down 



NEED HELP? 



It your prol>lem's game-related, 
get organised and... 

WRFTE TO Dear Kelth/CheatMaster, 

PC ZONE, Dennis Publishing, 

19 Bolsover Street, Undon W1P 7HJ 

EMAIL letten.pczcNie@[lennisxojik 
with 'Dear Keith' or 'Cheamaster' in 

the subject line. 

SHOGO 

Microids 

Press T (or wtiatever you've 
mapped the 'say' action to) to 
access ttie ctiat mode and type 
In 'mpkfa' for all weapons. If 
that's not enougti for you, type 
'mpgod' to access God mod& 

TOMB RAIDER III 

Eidos Interactive 
At last, we've finally tracked 
down some cheats to stop you 
lot getting Lara's knickers In 
a twist 

l-evelsUp 

1 Draw pistols 

2 Take one step Dack 

3 Take one step forward 



4 Duck and stand 

5 Spin tliree rounds 

6 Jump forward 
All weapons 

1 Draw pistols 

2 Take one step t)ack 

3 Take one step forward 

4 Duck and stand 

5 Spin tfiree rounds 

6 Jump t)ackwards 

TEST DRIVE 5 

Electronic Arts 

Go to the first options screen 
and type these high-speed, 
htgh-thrlll factor codes: 
cup of choice Unlock all 
tournament 
races 
that takes nw back Enable 

backwards 
mode 
I have the key Unlock all cars 
and tracks 
Ottier cheat codes: 
Tbese ctieats won't worfc unless you 
have an entry on ttie high-score 
screen, so make sure you have the 
checkpoints turned on (you can do titis 
from ttie options menu). 

Knacked Reverse tracks 
whoooosh Nitros (press trie horn 
button to activate) 
in)ckn.rc Remote-control cars 
sausage Bonus cars 
NB: After entering the codes, make 
sure you save your game, otherwise 
you have to go through the entire cheat 
process again next bme you load it 



Also, watch out when using the nttro 
code - you spin out unless you're In 
second gear or higher 

CAESAR III 

Sierra Studios 
K you need more money, or 
want to skip a certain mission, 
try this: r1ght-clk:k on a Well, 
and press Alt and 'K> together 
to turn on the cheat mod& To 
achieve instant victory, simply 
htt Alt and 'V together. To ghre 
yourseir more money, hit Alt 
and 'C together (although this 
only woilts If you have less 
than 5000 ON). Ei4oyl 

UPRISING 

UbiSoft 

A few monttis back we printed 
some codes for this game 
However, new ones have come 
to our attention, so here you 
are. Just press 'M', type ttie 
code, tiien hit Return. 

stonny Rainy 
way mo money +5000 credits 

slick Die 

done Win scenario 

yoyo Invincible 
daarsky Clear 

fluny Snow 

DETHKARZ 

Ocean 

Okay, It's a llttlft-known game, 
but it's still pretty good. Press 
and hold Shift, Ctri and 'C on 



CHEATMASTER 



the main menu to activate ttie 
cheat mode screen. On this 
screen type one of the 
following: 

GLOBAL Open Up all tracks 
DEVB Choose from all cars 

available 
RACE CORPS All seasons can be 

selected in 

Championship mode 

G-NOME 

7th Level 

Once again, we've printed 
dteats for this in the past, but 
we've never seen tfiese ones 
Iwfora On ttw mission 
computer press Ctri and F1 
together. Now enter one or 
more of the following case- 
sensitive codes. When you 
enter a correct code, It Is 
confirmed with a beep. 

Redtoplhid Access all missions 
on the mission menu 
Mother Mourn Us Change 

mountain on missions 1-5 
toMtRushmorewltn 
programmers' faces 
ChastBCued View end game 
sequence 
O'Saige Give Sergeant In 

training missions an 
Irish accent 
Swiss Tliroat Change citadel 
building Into 7th 
Level headquarters 
A Mere Fart Fart 
AScranibtoOn Take screenshots by 
pressing Shift. Ctrl. 
and rigtit mouse 
click 
Range Goes Gory Access all levels 

and other goodies 
Dunk It Here Sound session out- 
takes 
Homy Elk Leer Activate all targets 
on radar key 
Halt Libel Activate tele port key 
Had A Nude On Activate invincibility 
key 
Brass Clue Activate Intinite 

ammo key 
Rotted Drop Activate destroy 
target 
Oh No! Less Japan Activate ion 

strike key 
In-game cheats: 

Ctri+I InvincrbitFty 
Ctrl+P All targets on radar 
Ctrl+X Ion strike 
Ctrt+Z Ammo refills 
Ctrl+F Destroy current target 
Ctrl+B Teleport behind target 

HERETIC 2 

ActivisJon 

Hie magic squiggly line (-) Icey 
talces you Into the console and 
enables you to type In the 
following codes for some 
hectic cheats: 
Playlietter God mode on/off 
twoweeks Power-up on/oft 



meatwagon IQII all non-boss 
monsters 
victor Kill all monster? 
(including BOSS) 
Angeimonsters Monsters get angry 
crazymonsters Monsters out for 
blood 
Mwl Clipping on/off 
showcoords Sbow coordinates 
weapprev Select previous weapon 
weapnext Select next weapon 
The following Items can be 
gained by typing 'spawn 
<ltem>', where <ttem> Is one 
of the following Item names. 
Pretty 5etf-«xplanatory, really. 
rtem_weapon_firewall 
item_weapon_.maceballs 
item_weapon_magicmissile 
item_wea|)on_ptioenixbow 
item_weapon_redraln_bow 
rtem_viieapon_sphereofannihilatlon 
item_defEnse_meteortamer 
item defense polymorph 
item defense powerup 
Item defense rlngofrepulslon 
Item defense shield 



item_defense_teleport 


item_puzzle_tome 
item_puzzle_tov»nkey 

WCW/NITRO 




1 


item_health_tiill 
ltem_healtti_halt 


CALL OUR 1 


item mana combo _ half 


L J 


TJ 


item, mana _ combo _ quarter 


T«HQ Gaines 




1 1 


LH 


item mana defensive full 


To enable all ttte wrestlers, 




I 1 


■ «B 


item mana defensive half 


perform the following moves 


^ ^ 


■ ^w 


item_mana. offensive, full 


in ttie specified order during a 


11 


NE 


Item mana offensive half 


match. You should hear a 


^1 


■^^ 


ltem_puzzle_canyonkey 


selection sound In ttie 


ni7i 1 


item_puz2le_cloudkey 


baclcground to let you know 
that the cheat has been entered 
conectly. 

1 Evade four times 


^ijrj^ 


itemj)uz2le_cog 

item_puzzle_crystal 
item_puzzle_dungeonkey 


9177698 


item _ puzzle, highpriestesskey 


2 Block four times 


THURS1.30PM-5.30PM 


item puzzle highpriestesssymbol 


3 Tag tour times 

4 Taunt four times 




item puzzle hive2amulet 


^ '■■I Richard 






A ^^L ] Crook here 


item. puzzle hlve2gem 


5 Press Help once 


fl^^Bfl any question 


item, puzzle .hive2speiu- 




itemj)uzzle_mlnecartwheel 


OUTPOST 2 


[^^^n you havft 


item.puzzle_ore 


Sierra 

if you want to increase the 


r th^ iPAMihiy 


ltem_puzzle_piazacontainer 


Email US for a 


item^puzzlejwtion 


building speed, elicit rapidly on 


i1em_puzzle_reflnedore 


a building urhlle it's 


quick response: 
TipszoRe@tiotmail.com 


item puzzle_shleld 

item puzzle _slumcont3iner 


manufacturing or researching. 
Ultimately this increases ttie 
speed of the process. 


item puzzle tavemkey 







DEAR KEITH 



New year, new problems. Life holds no surprises for Keith PuNIn 



HEAVENLY BABY 

0IV1y ten-month-old tiaby and I are 
playing Grim Fandango, and we're 
not doing too badly considering one of us 
can't even speak. Still, with a lot of 
pointing and gurgling we've managed to 
reach Max's Casino In Dubacava, and 
now find oursehres in the kitchen with a 
stroppy French waiter. We've trapped him 
in the walk-In fridge and can go no 
further. A large wine keg in the comer 
seems to be the way but of here (to the 
cellar, I presume), but how do we get in 
It? Please help, as I want to complete 
this before my son's eighteenth birthday! 
Nina and Louis, Bournemouth 

You're going to kick yourself. Climb ttie 
ladder, and use ttie can opener to open 
the barrel, slip inside and wait until the 
demon guarding the elevator moves the 
barrel (with you inside) down to the cellar. 
You should be okay from there. 

Remember: if you get stuck again, rub 
your baby's tummy tor good luck. He'll burp 
words of wisdom. 

FISHY PROBLEM 

rn I have a new Ashing game called 
LU Bass Masters Classic: Tournament 
Edition. I'm not sure where I'm going 
wrong, but I can't catch any fish. I can't 
hook ttiem - when 'Strike!' appears on 
the screen the fish Immediately escape. 
Ttte insbuction manual says push ttie 
mouse down to hook the fish, but I've 
done that and nothing happens. Fishing 
is meant to be peaceful - it's not in my 
house. Please help. 

Peter Partridge, Bury St Edmonds 



QHmmm. I seem to remember a similar 
experience. The way I got round it was 
by pushing up, then down on the mouse very 
quicl<ly and very sharply. Happy fishing. 

KNIGHTS OF WONDER 

0Have you played a game called 
Knights And Mercttant^ i have, and 
I'm stuck on the third mission - 1 don't 
make enough soldiers to defend myself. 
How can I make them [)uicker? 

Richard Lerchant, Hewtiaven 

There are two distinct parts to this 
mission. The first sees you defending a 
ford with very few soldiers. Here it's simply a 
case of positioning your militia and axeman 
at the front, with the bowmen at tiie rear. 
This formation should see off the invading 
force and give you enough time to breed 
some pigs so you can make leather armour 
and create more lancers and bowmen for the 
final showdown. Away, brave knight. . . 

SNEAKY LIFT? 

Hl'm stuck on SilL My problem is 
getting through the SinTEK chemical 
lalMmtoiY In Episode 2. I'm trying to 
sneak through the building but I keep 
setting off the alarms. I also need to find 
a pass for the lift. All in all I'm in a spot of 
battier, so any Information you can give 
will be greatly appreciated. 

Lucas March, ShMey 

0l'm receiving a lot of letters about this 
level. Which is bizarre, because it's not 
difficult. So. for all those suffering, try this: 
Kill the receptionist so she doesn't raise the 
alarm. Sneak up the main corridor, ducking 
as you go, and take the second corridor on 



your left. Continue along, ducking under the 
next set of windows, and take a left at the 
end. Go through the door on your left. Kill the 
guy in ttie locker room to find the elevator 
key Sneak back to the elevator, and Bob's 
your uncle. I now refuse to answer any more 
questions on this. If you're stuck, use the 
walkthrough in PC ZO«f issue 72. Got that? 

A LEGGY PROBLEM 

01 am completely Into IKar Of TAe 
Worlds. I love it! Unfortunately I find 
myself getting overran very quickly. 
Surely this can't be right? Is there a way 
to avoid this IntUal Invasion by the 
Martians? 

Patrick Gillies, Edinburgh 

Incredible, you've missed the entire 
point of the game. Well, Patrick, 
unfortunately this is just the way it is. Try to 
t)e patient. If you hang in there the Martians 
eventually halt their advance, giving you time 
to consolidate and form your own army. My 
advice is to not give up so easily 

THE CAT'S OUTTHE BAG 

0rm stuck on Shogo on ttw Marltropa 
Slums B level. Some woman is 
asking for a cat and I don't know where it 
Is. Can you help me? 

FleU^er Williams, Chichester 

0You need to go back to the Lost Cat level 
(couldn't work that out?) and explore 
round ttiere. You come across some guards 
who hold a squeaky toy Kill the guards and 
use the squeaky toy on the lost cat near the 
end of the level to make the pussy come with 
you. Now give the cat back to the woman 
and she opens the electric gate on your left. 
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GRIM FANDANGO 



WALKTHROUGH - ^AI^T 2 



Can you do the Fandango? You can now, thanks to Steve Hill 

O REVIEWED PCZ #71 SCORE 90% 



A 



s we explained in Part One of our 
walkthrough last issue when we look you 
through Uie first two years, Grim Fandango 
is essentially comprised of puzzles. We've 
provided Vie basic solutions to tfiese 



puzzles, and tfie order in wtiicfi you attempt them 
is fairly arbitrary; some can even be worked on 
simultaneously. Good luck, 
enjoy the trip, and tell them 
we sent you. 




the bottom of the ship, which 

tears it in half. 

O Grab the levers again and pull 

back to put the engines into 

reverse. 

CETTO LIGHT 

Talk to Chepito, the gimp with the 
lantern. As soon as he tries to 
leave, look at his lantern and grab 
it. Turn towards Glottis, who takes 
Chepito and his lantern. 




YEAR THREE 



ESCAPE PORT 

Hit ttie button on the far left of the 

room to pull up the ocean-side 

anchor, and the red button on the 

far right of the room to pull up the 

dock-side anchor. Then: 

O Grab the levers near the 

middle of the room and 

turn to the right -you 

should get a shot of 

the ship away from 

the dock. 

O Put down the 

levers and hit the 

dock-side anchor 

button to drop it. 

O Grab the levers 

again and turn to the 

left - you should now get 

a shot of the ship next to 

the dock wiHi the dock-side 

anchor down. 
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O Put down the levers and hit 
the ocean-side anchor button to 
drop it. 

O Grab the levers again and turn 
to the right - you should get a 



shot of the ship away from the 
dock with the ocean-side anchor 
hooked on to the dock-side 
anchor on the ocean floor. 
O Put down the levers and hit the 
dock-side anchor to pull it up - 
you see the two anchors hooked 
together come up on the 
dock side. 
O Use the scythe on 
the anchors: this 
hooks them on to 
the portfiole. 
O Hit the ocean- 
side anchor to 
pull both 
anchors along 



O Grab hold of ChepMo's lantern 
and turn to Glottis. 



SNEAK ON SUB 

Walk along the crater to the far 
side, where there's a barnacle- 
infested rock. Walk around the 
rock until Chepito gets stuck in 
the barnacles. You end up at the 
front of a large underwater 
building. Walk inside the elevator 
airlock. Walk straight out of the 
elevator, then turn right along the 
walkway, past the big vault door 
and into the Ashtray Room. Walk 
through the other door, into 
Domino's Room. 




O Walk past the rock and Chepito 
gets entangled In the barnacles. 
Thetn. 



FIND GUN 

Meche is smoking a cigarette and 
using a stand-up ashtray next to 
her desk. If you move the ashtray 
slightly, she flicks ash on to her 
stockings, which she then 
removes and flings into the bin. 
Take these to Chepito, who will 
trade them for a gun. Give the 
gun to Meche. 





O Meche slips otf a stocking. 
Easy, tiger. 

GET POWER 
CHISEL 

To get Meche out of the vault, you 
need Cheplto's power chisel. Talk 
to the angelitos. Tell them that you 
really want to help, and when they 
ask why you don't come into the 
cage with them, tell them you 
don't have the tools. One of them 
throws a tiny hammer at you - 
give it to Chepito. 




O l^lk to the angelitos about 

their tiny tools. 

OPEN VAULT 

Use the power chisel on the 
door jamb of the vault which 
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exposes ttie tumblers. Spin the 
wheel clockwise until the top 
tumbler's flat spot lines up with 
the door jamb, then spin it anti- 
clockwise to line up the second 
tumbler, then clockwise to line up 
the third tumbler, then anti- 
clockwise to line up the bottom 
tumbler. Then use the scythe on 
the tumblers to lock them into 
place, and pull the door handle to 
open the door. 




O Lay Into the vault door using 
the powef chisel. 



OPEN SECRET 
VAULT 

Close the big door to the outside, 
and you see a gold electric 
terminal on the back of the door. 
Touch this with the scythe and it 
completes an electric circuit, 
opening a secret door into a 
secret vault, where Meche is. 




O Use your trusty scythe to 
create a short circuit 



ESCAPE SECRET 
VAULT 

Poke your scythe at the 
sprinklers. Turn the sprinkler 
system valve. If you turn it ott, you 
can see the water seep away into 
the floor. Take the broadaxe from 
the front vault, drag it to the back 
vault, and drop it onto the area 
where the water drains away. 




O Watch where the water drains 
away, then drop an axe on It 
Obviously. 



GETTO ANCHOR 

Climb up onto the huge crane and 
drive it over to the other side of 
the island. Get off the crane, go 
down the conveyor and then past 
the lever into the next room. Go 
past the anchor, where Glottis is 
working on the Lamancha, which 
is hanging on the Edge of the 



World. To drag it up to the beach, 
go back to the crane, drive it back 
to the beach, drop the crane onto 
the beach, get off the crane and 
use the power chisel on it to 
detach it from the chain. This lets 
the chain and boom fly loose, 
wrecking the boom, leaving only 
Vne chain. Drive the crane back to 
the other side of the beach. Let 
the chain down, get off the crane 
and walk down the conveyor. 
Make sure that the conveyor is 
moving away from the surface of 
the water (flip the lever if 
necessary) and the chain heads 
towards the anchor. Go back to 
the lever and flip it so that the 
conveyor is moving towards the 
water surface; the chain pulls 
away from the anchor but starts 
coiling up on the conveyor. Flip 
the lever again so that the 
conveyor is moving away from 
the water surface: the 
coiled chain 
moves 
towards 



the anchor and hooks on to it. Go 
back up to the crane and pull the 
chain up. 





O Co at It with the power chisel. 

GET PAST CORAL 

They've got a ship now, but they 
need to find a way to get past the 
big coral reef that's out in the 
deeper water. Glottis figures 
those huge crushers would work. 
Get back into the crane and drop 
the chain onto the crushers then 
pull it back out. It rips the 
crushers out of their sockets and 
Glottis rigs them to the front of 
the Lamancha. 



O Use this crane to do loads of 
clever stuff. 



DOMINO KOMBAT 

Domino returns all your attacks 
with force and you keep getting 
thrown down. Use your scythe on 
the eye of the octopus, which 
makes it swim away Domino 



gets really mad 
now, pushes 
Manny down 
again and 
starts yelling 
at him. Then 
the Lamancha 
comes cruising 
up, with its big 
set of cnjshers 
in front. Simply 
sit back and 
watch. 



G Hey, nice threads, 
Manny. Can I have the 
name of your tailor? 
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YEAR FOUR 



FIND FUEL 

Walk all the way to the bottom of 
the temple and open the coffin. 
Bruno throws the coffee mug full 
of packing material at you and 
stomps off. The packing material 
can be used as fuel, since it 
becomes explosive when mixed 
with the magnesium fire 
extinguishers, which the 
mechanical demons have. 




O Open the coffin and Bruno 
tlirows a mug at you. 

PROVE FUEL 

Put the coffee mug on the mug 
rack in the kitchen. Take a clean 
rag out of the drawer, dip it into 
the barrel of oil outside tfie 
kitchen, then put the oily rag in 
the toaster. The mechanics come 
in and put it out with their 
magnesium fire extinguisher, 
which hits the coffee mug 
full of packing material and 
sends it flying around the 
kitchen attop speed. The 
mechanics now know 
what they have to do. 

DEFUSE 
DOMIBOMB 

Go to the Scrimshaw shop 
and getthe liquid nitrogen 
from the cabinet. Go to Bie 
docks where Velasco is still 
hanging around. When he hears 
ttiat the Lamancha has been 
found, Velasco takes off in search 
of it. Take the ship in a bottle and 
go to the Blue Casket kitchen, 
where there's a huge barrel full of 
coffin-shooter mix. Fill up the 
botHe and give it to Glottis, telling 
him it's lumbago Lemonade'. 
Glottis loves it, so much so that he 
goes to the Blue Casket and 
drinks the whole barrel of it, and 
throws his guts all over the floor 
of the garage. Pour the liquid 
nitrogen on the floor and it 
freezes over. Now you can defuse 
the bomb. 





O Glottis throws his ring up 
vioiently. 



ANTAGONISE 
FLORIST 

You need to get the florist out of 
Hector's tower so you can 
convince him to work for the good 
guys. You can use Hector's note 
(the one where Hector threatens 
to come sprout Manny himself) to 
scare the florist. You need a way 
to get the note to the florist. First 
give the note to the carrier pigeon 
hanging out at the new LSA 
headquarters. Then take the 
photo of the dead agent out of the 
bin and show it to the pigeon, who 
immediately takes off in search of 
the agent in the photo. The 
agent's body is still in the florist's 
office, so the pigeon goes right to 
tiie florist. 



half, then go down into the 
sewers and up one of the 
ladders to a corridor, where 
you can climb another 
ladder and get to the 
backstage area of Johnny 
Thunder's musical review. 
Climb up some scaffolding 
and find a grinder. Stick 
the severed arm in the 
grinder, then take the 
grinder with the severed arm 
in it and go back to the sewers 
where ttie sproutella trail starts. 
On the way there, take the remote 
control for the Bone Wagon from 
Glottis. Grind some of the arm 
onto the sproutella, where it 
sprouts into a trail of baby tears 
that you can actually follow. Glottis 
follows in the Bone Wagon. 




QETTO FLORIST 

Manny and Glottis follow the trail 
to a store front of a flower shop, 
where they figure Bowlsley must 
be. They're about to emerge out of 
the sewers when ttie big sewer 
monster, a huge white alligator 
demon that they've been hearing, 
suddenly appears out of nowhere, 
blocking their path. Use the 
remote control that you took from 
Glottis to jack up ttie Bone Wagon, 
then drive forward towards the 
alligator demon, which just 
pushes it back. Jump onto the 
ledge, walk over to the ladder and 
start climbing down towards the 
store front, At a certain point on 
the way down the ladder you get 
chased back 
up by the 
alligator 
demon. Go 
down the 
ladder just 
far enough 



O mi li Um note that must be 
smt to the floilst. 



FIND FLORIST 

The florist, Bowlsley, runs off 
ttirough the sewers, but he leaves 
a trail of sproutella that leaked 
from one of the cans. Pick up the 
severed arm left behind from the 
agent that Salvador chopped in 



O Help yoursetf to a spare arm. 





O Use the bone grinder on the 
sproutella to foiiow Bowlsley. 
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to get the alligator demon's 
attention, then lower the 
Bone Wagon onto it with the 
remote control, thus trapping 
the albinizod. 



want to be a Thunderboy. Manny 
re-emerges with his brand new 
Thunderboy make-up. 




Hector LeMans. The answer to the 
question is actually the last keno 
number that shows up on the big 
keno board in the casino. Just tell 
him this number and the demon 
lets you go upstairs to Hector's. 



O Ttap the demon using the 
remote control. 



GETOUN 

Manny can get into the florist's 
shop now, but Bowlsley is still 
freaked out and thinks that Manny 
has been sent by Hector to kill 
him. Bowlsley has a mental 
problem, where the 
contradictions between his life 
as a florist and his afterlife as a 
corpse that hates flowers have 
driven him mad. Bowlsley used to 
have a flower shop in real life and 
is now trying to replicate it. 
TTiere's a little bell on the inside of 
the shop door, but it's covered in 
tape. Use the scythe to remove 
the tape, Leave the shop and 
come back in. The bell rings, 
turning on a switch in Bowlsley's 
head so he thinks he's a florist 
again. Manny asks tor a can of 
sproutella and a gun, and the 
florist gives it to him happily. 




O Your trusty scythe comes In 
handy once more. 



DISGUISE FACE 

Now Manny needs to meet up 
with Meche in Hector's casino, 
but he won't go up there without 
some sort of disguise. Manny can 
get to the sewers underneath the 
theatre where Johnny TTiunder's 
Musical Review is playing. Climb 
up the ladder from the sewer, 
where a couple of Thunderboys 
are talking. If you ask them about 
joining up they say you missed 
the audition. 

There's a pot of coffee nearby, 
and some scaffolding that you 
can climb up above the 
Thunderlxiys, Take the pot of 
coffee, climb up the scaffolding, 
and pour the coffee onto one of 
the Thunderboys, ruining his 
make-up and his budding 
Thunderboy career. Go down the 
stairs backstage where they do 
the make-up, and they ask if you 



GET FANCY 
CLOTHES 

Manny can go into the casino now 
without fear of being recognised, 
so he goes in and finds Meche 
hanging with Chowchilla Charlie 
at the slot machines. Meche says 
that Hector is having a party 
upstairs in his tower and they'll 
need to get some party clothes to 
sneak into it. The one-armed 
agent is also there, and has 
chosen to disguise himself in a 
trenchcoat while riding a unicycle. 

The one-armed agent Is 
wriggling his way into the slot 
machines and grabbing all the 
money Inside. Manny needs to 
find a way to get Charlie away 
from his slot machine so he can 
get his clothes. Meche has a toga 
sheet that she's been trying to 
use on Chariie to convince him to 
go to an imaginary toga party, but 
she hasn't had any luck getting 
him away from the slot machine. 
He says he'll leave when his 
slot machine pays off. 
Throw the sheet on top 
of Charlie and then get 
the one-armed agent 
to come to Charlie's 
slot machine and do 
his trick. The money 
comes out. Charlie 
thinks he's hit the 
jackpot and agrees to 
go to the party with 
Meche. He goes into 
the bathroom and 
changes out of his suit and 
into the toga sheet. Manny 
can now go into the baUiroom 
and change Into Charlie's suit, 
and he and Meche head towards 
the elevator to go upstairs. 




® The answer Is behind you. 

IMPRESS HECTOR 

Celso and his wife are at Hector's. 
Hector has been trying to 
convince them to buy a Number 
Nine ticket, but they have decided 
to be frugal and not spend their 
money on this. Convince them to 
spend the money on the tickets by 
telling them about your danger- 
fraught travels. They go to Hector 
and tell him they've changed their 
minds; he asks them why, and 
they point to Manny. Hector then 
offers you a job. 

JUMP BUILDINGS 

Hector has jumped onto the 
kicking leg of the giant neon lady. 
He manages to jump to the next 
building, spilling the contents of 





his suitcase in the process. He 
hangs on the ledge of the building 
for a few seconds, then falls to 
the street below. The motor 
powering the neon lady's kicking 
leg burns out under Hector's 
weight; her leg is now stuck, 
pointing down. Manny could slide 
down the teg but It ends too low 
for him to get onto the next 
building. Her arm is resting on a 
cracked cement gargoyle. Use the 
arm in the grinder on the crack In 
the gargoyle to sprinkle some 
ground-up bone into the crack, 
then dribble some sproutella out 
of the sproutella can you got from 
the florist. The flowers and 
shrubbery break open the 
gargoyle, dislodging the 
giant neon lady's 
hand and causing 
the entire 
sbucture to fall 
backwards. 
Now the end of 
her leg is high 
enough for 
Manny to be 
able to slide 
down the leg 
and jump to the 
next building, 
grabbing the 
suitcase full of tickets. 



GET GUN FROM 
TRUNK 

Now Manny needs to get the gun 
that's in the trunk of the car to 
shoot Hector, but he doesn't have 
the key. Talk to Sal, who explains 
that the key is on his sprouted 
body. Open up the suitcase full 
of tickets and one, apparently 
belonging to Sal, floats out and 
towards his head. Pick it up and 
take it to the meadow behind the 
greenhouse, where it is drawn 
towards Sal's body. Use the 
scythe on the plot of ground 
below the hovering ticket, where 
you find Sal's body and the key to 
the trunk of the car 




COUNTERACT 
SPROUTELLA 

Manny's been shot with a 
sproutella dart; he can't do 
anything until he finds a way to 
counter it. Use the liquid nitrogen 
you're still carrying from 
Rubacava on the wound to freeze 
It up. 



O The Talking Heads re-torm. 



SPROUT HECTOR 

Hector is holed up in the 
greenhouse and there's no 
apparent way to get at him. 
There's a water tank nearby that 
Hector uses to water the plants in 
the greenhouse. Take the 
sproutella gun and shoot the 
water tank with it. The sproutella 
from the gun mixes with the 
water in the tank, and then it all 
goes into the greenhouse where 
it sprays down onto the plants, 
and onto Hector, killing him. 
Serves him right, the dirty 
bastard, [^ 



O Throw a sheet over Charlie 
Chowchilla. 



GET UPSTAIRS 

The elevator demon won't let 
anyone upstairs unless they can 
answer a personal question about 



A couple of 

ponces mincing 
about talking 
rubbish. 




O Uquld nitrogen saves the day. 



^^ 



O Shoot the water tank and It's 
all over. 
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SETTLERS III 



EVERYTHING YOU WANTED TO KNOW 



Stuck on Settlers tin Richant Crook 
knows a thing or two to help you 
on your way 

O REVIEWED PCZit72 SCORE 88% 

NO matter which race you choose, be it Romans, 
Egyptians or Asians, Settlers IH'k a very complex 
and challenging game to master. You certainly 
won't get far by rushing in and making hasty 
decisions; careful planning and patience Is the 
key to a thriving economy, which then enables you to 
expand and produce loads of troops to defend your 
territory. If you can get your basic Industry working as fast 
as possible you can expand and mine minerals, and 
eventually produce iron bars, weapons, gold and tools. And 
don't worry about starting with plenty of weak soldiers, 
because when you've expanded you can build temples to 
upgrade them. So let's start wltti the first steps to getting 
your settlement on the right track. 





IT*S OFFTO WORKWE GO 

Your economy is based on constructing the right buildings 
to produce the right products In the right quantities. It's 
about balancing what buildings to construct, and when and 
where to build them. There are four main types of building: 
resource, food, military and miscellaneous. You must keep 
In mind that the various races need wood and stone in 
different proportions as they have different architectural 
styles. For example, the Romans are well-balanced and 
need stone and wood in roughly equal amounts, whereas 
the Asians need considerably more wood than stone. Top 
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Remember that when casting spells, the 
best - and onty unhrersal - spell is Gifts From 
The Heavens, which gives you an assortment 
of goodies In return tor sacrtflces. The return 
you recehre is always greater than the cost, 
so make use of it 



The Ramans' answer to the British booze cruise. 



SEmERSIII 



rifiiij^^^^^s 



FOOD 



Having expanded your borders, And room for a bakery, a watetwortts, a grain farm and a grain miii to produce 
food to feed your miners. 

Fish is the quickest food to obtain if your race is situated near tlie coast, in wtiich case it's often a good idea 
to bulid a tooismitti and make a few extra fishing poies. As soon as the hut is buiit and populated, he should start 
fishing. If you can't build a hut ciose to water he'll sit there until you set a new area for him. 

Bread takes slightly longer to make and you have to wait for your first grain harvest, after which you need 
a bakery, waterworks and a grain mill. Place ttie grain mill near your farm, the waterworks near a stream, and 
the bakery in the middle, as it needs both grain and water. 

Ham also takes a while to produce, as you often need a second grain farm, a pig farm and then a 
siaughtertiouse. Note: if the woodcutters have taken all your axes, you may need the assistance of the todmaker 
to make you some mor& 




tip: to speed up building construction, press F12. 

Always build a woodcutter next to ttie trees, ttien 
construct a sawmill neartjy. It's wise to build two 
woodcutters and a forester together to ensure you never 
run out of trees for your woodcutters. For a successful 
community you need lots of trees, so make sure you have 
multiples of ttiese building groups (two woodcutters and 
one forester) all over your land. For every three of these 
groups you need a sawmill. 

Next, look for grey rocks standing inside your borders 
and build one or two quarry huts near them; you can also 
change Its working space with the multi-coloured sphere, 
Be careful tliough: once the rocks are gone from around the 
huts, your workers become Idle and you run out of stone. 
Finally, make sure that you build additional quarry huts in 
other rock-infested areas when you expand your borders. 
It's advisable to send some soldiers out to scout for the 
best place to expand. Also, areas need to be flattened for 
such purposes as grain farms. 



"Right, lads, I know 
you want lo kick some 
ass, but let's sit down 
and think about the 
situation like civilised 
human beings, okay?" 







Take 3 walk domi ClilMtDwni for Ow best fish. 



It's worth remembering that you can demolish a 
settler's residence when it's empty; you lose half the 
material, but it gives you another place to build if tilings 
are getting tight in terms of how much land you have left. 

MANIC MINING 

Construct your barracks as soon as possible so that you're 
prepared for any sudden attacks - remember that it's much 
easier to defend rather than launch an assault. Build an ore 
smelter, weaponry and then a barracks. Place them close 
together and near a mountain to gain extra coal and Iron. 

Next, get your geologists to explore the mountain 
regions. The Information they come up with tells you 
exactly where you should build your mines. Even though 
you start with some coal and iron, you soon need more, and 
the location of your mines can win or lose you the game. 
Geologists put up signs showing one, two or three 'balls' - 
the more the better A high-yield mine means that not only 
do you need less of them, you also don't have to produce 
as much food for the miners. It also gives you the 
luxury of producing minerals at a faster 
rate. Make sure that you cover as 
many 'three-ball' sites as possible 
when you place a mine, as 
there's no point in placing an 
iron mine on a coal 
deposit if you haven't 
found any iron yet. 
There are five kinds 
of mine in the game, 
most of which are 
self-explanatory. 
However, if it's a 
gold mine, 
remember that 
you need another 
coal mine to feed 
the smelter, as 
well as a storage 
bin to stockpile the 
gold. Each piece of 
gold adds a 
percentage to your 





SAFETY 



Castles are extremely hard to bulid but make Ideal 
defence systems - but don't build them too early 
on as tliey use up too many resources. Make sure 
you fill your towers with your strongest troops, as 
losing one is not only frustrating but also 
dangerous for your race. Place the healers near 
your castles or towers and send any red or yellow 
soldiers close by to restore tbeir health. 

It pays to have a few scouts roaming around, 
tt's also a good idea not to attack the enemy until 
you've seen inside their camp (look at their 
buildings, towers and, most of all, their barracks 
and weaponry), as you never know how powerful 
they are. Enemy soldiers can see spies If they get 
too close, so be careful. Finally, you need a couple 
of healer's huts and a cannon, ballista or catapult 
lull (depending on which race you are). While 
these weapons are lethal against lowers, they are 
slow-moving and vulnerable to enemy infantry. 
They can also be a strain on resources. 



' .Vili-.- 






it. 






Egyptians' ballistas are quite accurate, so lay off the 
mummy jokes, alright? 




strength, as do gems and sulphur, depending on the race 
you have chosen. If you want to have unlimited space for 
your resources, transport them to a second island. You can 
then save your gold on the beach. 

LETTHE BATTLE COMMENCE 

And finally, keep an eye on your economy at all times - it 
helps you predict what you need next, so build accordingly 
And make sure that you have a steady stream of soldiers 
coming out of the barracks for when the inevitable attack 
comes. It means spending a couple of hours on town 
planning and financial management, t]ut at least you'll be 
ready to participate in all-out war. CIS 
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RnHMrBTTI carmageddon il carpocalypse now walkthrough 



CARMAGEIIDON II: 

CARPOCALYPSE NOW 



MISSION BY MISSION WALKTHROUGH 



There's nothing like running over fat dogs and crushing mental patients against the wall with their own beds. 
KeSth PuHin does all that and more as he too goes quickly round the bend 



O REVIEWED PCZ #69 SCORE 95% 

ost of Carmageddon //is fairly straightforward, really - 
learn the tracks and kill an inordinate number of 
innocent civilians. However, it's not all toot to the floor 
and blood streaks on the door. The missions can cause 
problems, and it's mainly those stages we're 
concentrating on here. So belt up and get a grip. 



M 



GROUP 1 




Ttie first three races before the 
mission act as a warm-up. The 
other cars are lightweight, and 
pedestrians and animals are 



abundant. Explore, get used to the 
car, and remember; the more peds 
dead, the more time you get. Try to 
visit the bank - crashing into the 
vault rewards you with some top- 
quality gear. If you fancy 
practicing some high-speed 
manoeuvres, slip on to Beaver 
City's ample ortital. 

Rocky Too is a sprawling level 
with masses of tricks to try. Extra 
Power enables you to push 
massive rocks on to other cars, 
and the Wall Climber makes your 



tyres stick to any surface - 
ceilings and all. 

It won't take long to reach the 
Boulder Dash mission, and when 
you do, just take it easy Tumbling 
over edges doesn't help time- 
wise, so just get round those 
bends. Try to aim for under a 
minute per lap. Oh, and you get no 
extra time for killing on missions, 
so don't bother. 



UROUP 2 





Q Nip Into the bank and deposit 
some debris. 




At first it seems that the antennae 
are impossible to reach. That's 
utter rubbish. Pick the Eagle Mk III 
(that's if you've accumulated 
enough credits to have a choice) 
and just follow the ramps - 
generally speaking ttiey point in 
the right direction. Most jumps 
require a take-off speed of around 
80mph. Hit the right rhythm, and 
bounce from one rooftop to the 
next like a rubber ball. 

Tfiis mission teaches you a 
very important skill: the ability to 
control your jumping so you can 
land in very enclosed areas. As 
the game progresses, you find 
that of all the skills, this is by far 
the most important. 



Q Simply drive into the antennas 
to destroy them. 



GROUPS 





O HHUng the rooftop ramps at the 
correct speed Is Imperative. 



Be Inventive - try out different 
attacking strategies. 



The Home Sweet Groan race 
takes place in Max's junkyard. In 
the middle of the stage is his 
home, and it's around here that 
you find plenty of contraptions 
with which to deliver swift death 
to your adversaries. Have fun, see 
who can be lured into Max's lair, 
and then nail 'em! 

The race in ttie quarry can be 
precarious, as it's sometimes 
hard to find peds, and the other 
contestants bash you around 
quite badly. Try to make the most 
of the ample time bonuses, and 
power-ups lurking behind or on 
crates and boxes. Usually they're 
not too far from the actual circuit. 
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so taking a small diversion is 
often worth your while. 

On ttie mission stage, loonies 
from 3 local mental home are on 
the loose. There are 22 patients In 
all, and you have to squish all of 
them. It's probably best to go tor 
the larger groups first, and then 
pick up the stragglers later. We've 
marked ttieir exact locations on 
the map, so it stiouldn't be too 
much of a problem. As for those 
irritating nutters on ttie roof, just 
bounce up to them with Kangaroo 
power-ups or something similar. 



Go for the head-on collision and 
you should seriously hurt him. 
He'll probably head off into the 
junkyard after that, so follow him, 
grab as many useful power-ups 
as you can, and keep twatting the 
life out of him. 

It's advisable to go for a 
vehicle other than the Eagle Mk III 
for all this, because the heavier 
the car, the more damage you 
inflict on your opponent. As long 
as you keep up a fairly relentless 
assault, the time limit shouldn't 
be a prol]lem. 





Q Witness the patented 'cnish- 
the-niitter-against-lhe-wall-with- 
hls-own-bed' manoeuvre. 



liltOIIP 4 



O Get used to driving In snow. 
However, it's a shame there are no 
snow chains available 



GROUP 5 




There are quite a few handy 
power-ups near the start to help 
you on this mission, but by far the 
best antidote to this little 
predicament is the Solid Granite 
Car It should be lurking just 
outside the glass-fronted building 
nearthe start point. 

When you've got it, head 
straight for the truck which 
should by now be charging 
direcfly tor you at high speed, 



The In Cold Blood mission is a 
toughie. The snow makes you 
slide all over the place, the track 
is hard to see, and most of the 
race takes place on the side of a 
mountain, meaning that you 
spend most of the race at a 90- 
degree angle. Well, you're halfway 
through the game now, so what 
do you expect? The best advice, 
as for most of the 
missions, is to just 



take it easy. Keep your speed at 
around a hundred miles an hour - 
travel any faster and you're a 
dead man. 

Always keep a beady eye on 
your mini-map, making sure you 
never stray too far from the 
circuit, and avoid getting any big 
air. When it comes to the ski jump, 
try and hit the ramp at about 
50mph - ttie car should stay 
level, thus averting any nasty 
Eddie The Eagle-type landings. 
Stay out of the way of the many 
quarter pipes too, as they can 
really slow you down. 

The real trick to this stage is 
finding the shortcuts. The many 
hairpin turns give you ample 
opportunity, and if you look 
carefully you can 



see narrow passageways and 
crevices that your car can easily 
slip into. 

In terms of vehicles to use, go 
for something small and 
manoeuvrable, or maybe one of 
the large-wheeled machines on 
offer - at least then you can 
obtain some grip on ttie slippery 
surface. 




O Hit the ski Jump at no more 
than SOmph. This pic, by the way, 
shows how not to do It 




roofs of those there are some 
power and armour bonuses. This 
group of races concludes with an 
excellent - and easy - mission. 

First of all, select a last, agile 
car (something like the Eagle, 
perhaps?), and simply belt around 
the fairground at top speed killing 
everything in sight. A lot of the 
clowns can only be reached 
through well-timed jumps. For 
example: the two on top of the 
tower in the middle of the 
fairground can be decapitated if 
you hit the take-off ramp at the 
right speed (around lOOmph). 

Watch out though, because 
some of the clowns don't die at 
the first attempt. They may be fat, 
but they're often quite nimble, and 
sometimes glance off a bumper 
attempting to escape. Make sure 
you go back and finish them off, 
and only leave the scene of an 
'accident' after dismemberment 
has taken place. 




O There are plenty of useful 
goodies just waiting to be 
snapped up at tax-free prices. 



The Runway Runaway race can 
be full of surprises, especially if 
you head into the airport terminal. 
If you drive up the stairs there are 
some duty free shops, and on the 




Q This clown raised a laugh or 
two. Funniest clowns ever. 
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(ilHIIIPS 




Solid Granite Car power-ups are 
strewn all over the USS Lewinsky. 
Use these to make short work of 
the gun turrets; any left over can 
be demolished by picking up the 
mutant tail thingy near the start 

When the turrets on the top 
deck have been destroyed, head 
below deck as quickly as 
possible. There are more turrets 
here - wipe these out using the 
same technique. The core of the 
ship can be dispatched in the 
same way. When you've done all 
that, head up to the top deck and 
kill the admiral. 

You need a medium-sized, 
tough car because you're often 
caught up in explosions. Anything 
small and defenceless is going to 
be annihilated in these situations, 
so make the right choice. 




O tf you ran out of 'Granite' 
power, try taking a swipe at the 
turrets wltti tlie ball and chain. 



UIUIIIP 9 





O Scour every part of the airport 
- there are bonuses, peds and 
power-ups everywhere. 



This Is the first time you face 
opponents on a mission stage and 
they don't mess about. Their 
vehicles are massive and they 
know how to use them. Being 
rammed into one of the many cliff 
faces is a common occurrence 
here, so make sure you keep 
moving constantly You can 
combat their tactics by selecting 
a fairly large car yourself. The only 
trouble is that you have to decide 
how much speed you're willing to 
sacrifice, as the time limit here is 
again tight. 

To destroy the oil wells, slowly 
drive into the nearby black boxes. 
The wells can be levelled in any 



There are only four air b'affic 
controllers to kill on the Control 
Freak mission, but look where 
they are - right at the top of the 
tower. It takes some practice, but 
it seems the only real way to 
reach these well-guarded 
enemies is to use the airport 
'props' as ramps to jump up to the 
tower. If you're very lucky you can 
smash straight through the glass. 
However, another method is to 
find a Slaughter Mortar and fire 
into the control tower to kill them. 
Alternatively, grab one of those 
tall things and see if you can 
smash the windows with that. Of 
all the levels, this one seems to be 
down to luck rather than 
judgement but, as always, if you 
improvise you can't really fail. The 
time limit is the real enemy here, 
so don't hang about when you 
first start 
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Push the levers on the boxes to detonate the oil wells. Watcli out tor 
nearby cars though. 



order, but it's probably best to go 
for the ones in wide open areas 
first; wait until the field has 
thinned out a bit before heading 
off into the frantic zones. 



CROUP 10 




Tbe second race is superb. In true 
Blues Brothers spirit, choose a 
fast car and set about confusing 
the feds. Try to get two or three to 
chase you around, then pick up a 
Kangaroo power-up (or something 
of ^e that ilk), go flat out towards 
a brick wall and jump at the last 
moment. Any police chasing you 
crash into the wall and die. This 
hectic city stage is bursting with 
similar cunning tricks, so don't be 
afraid to iet your despicable mind 
run riot. 

After the fijn comes the horror 
- the final stage. This is probably 



the only really linear level in the 
entire game, and to be frank it's a 
bit of a shock to find. Prepare for 
ttiis stage by picking the fastest 
car available. After that the key to 
this stage is opening the blast 
doors. Basically, any canisters you 
see knocking around must be 
destroyed - blowing them up 
opens various blast doors around 
the silo. The first few are obvious, 
they encircle some kind of dome. 
But after that they're not so easy 
to find, especially with the cruel 
fime limit imposed. But follow the 
route, destroy everything you see 
and it all becomes apparent. All 
you need is speed and a good 
memory -master that 
combination and you complete 
the game. Well done. All you have 
to do now is wait for 
Carmageddon III. O 




O When the race begins yoii an 
surrounded by pigs. Get the hell 
out, and then lure them Into b<ips. 



CHEATS 



Still can't do It? Well here's a complete list of every cheat the game has to 
offer. If you can't cut It with these activated, you really haven't got a hope 



LAPMYLOVEPUMP Cheats enabled 
IWISHrCOULDFLYRIGHTUPTtmiESKY Ry mode 

SMARTBASTARD Complete tlie race 

WETWET Bonus 

GLUGGLUG Mega-t)onus 

SnCKFTS Peds glued to Hie ground 

MEGABUM Giant peds 

IWATOFF Explosiue peds 

CUHTONCO Hotrod 

FASTBAST Tuitopeds 

SUPAC0CK5 Invulnerability 

TINGTING Free repairs 

MINGMIN6 Instant repairs 

STOPSNATCH Timer frozen/«me thaw 

WATERSPORT One underwater ability 

TIMHYITTTY TimetHinus 

CLANGCLANG Bodywork trashed 

BLUEBAUZ Frozen opponents 

BLUEP1GS Frozen cops 

SWIFTYSHIFTY Turbo opponents 

PIGSMIGHTFLY Turtncops 

MOONINGMINNIE Lunar gravity 

TILTY Pinballmode 

SnCKYTYRES Wall climber 

JIGAJIG Bouncy mode 

MRWOBBUY Jelly mode 

OOTACT10N View peds on map 

FRYINGTONIGHT Ped e lectin ray 

WOTATWATAMI Greased tyres 

SniFFIIlIP Damage magnifier 

EYEPOPPER Instant tiandbrake 

ANGELMOLESTERS Immortal peds 

WHIZZ Turbo 

5UPAWHIZZ Mega-turbo 

LEMMIHGIZE Stupid peds / 

TAKEMETAKEME Suicidal peds 

PILLPOP Five recovery vouchers 

BIGTWAT Solid granite car 

DUFFRIDE Rock springs 

BLOODYHIPPY Drugs 

RUBBERUP Gripomatic tyres 

GOOOHEAD Feds witti stupid heads 

STIFFSPASMS Mutant corpses 

LEDSLEDS Gravity trom Jupiter 



e ground 





TH 

luchers ^^^V^^V' 



EASYPEASY Slow- motion peds 
TINYTOSS Minl-pedS 
FURKINELL Turbo bastard nutter nitros 
H01AS5 Artert)urner 
DIOEOODI Mine shitting ability 
UQUIDLUNGE Oil slick from your ar^e 
SKIPPYPOOS Kangaroo on command 
ZAZAZ Ped annihilator 
POWPOW Opponent repulsiticator 
OOHMESSYMESS Dismemljertest 
XRAYSPECS Ethereal peds 
GETDOWH Groovln'pedS 
MRMAJNWARING Ped panic attack 
FARTSUUS Helium peds 
LARGEONE Pissed peds 
HIPPOTART Fat bastard peds 
BLOODYARTISTS Stick insects 

COWCOW Ped repulsiticator 
OSOSTFONG Extra armour 
OSOnST Extra power 
OSONASTY Extra offensive 
OSOVERSATILf Extra everyRiIng 
OSOSTTtONGSOSTRONG Double extra armour 
050FASTSOFAST Double extra power 
0SONASTY5ONASTY Double extra offensive 
OSOVERSATILESOVERSAnLf Double extra everything 
STRINGVEST Max armour 
VASTNESSES Max power 
FISTNESSES Max offensive 
SKEGNESSES Max everything 
THATSALOTOFARMOUR Extra armour Slot 
THAT5ALOT0FP0WER Extra power Slot 
THAT5ALOT0FOFFAL Extra offensive slot 
THATSALOTOFSLOTS Extra slots all round 
STRONGBONES Bonus armour slots 
nSTBONES Bonus power slots 
HASTYBONES Bonus offensive slots 
LOADSABONES Bonus slots all round 
EVENINGOCCrFER Drink driving 

FRYFRY Ped flame-thrower 
INEEDAPILL Ped Vallum 
OYPOWERUPNO Power-up cancel 
BIGBANGLE Mutant tall thing 
BONBON Slaughter mortar 
GOTOINFRARED Cloaking device 
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Haif-Life, Game of the Year. Best Game Ever. 

Mucho favulos fallia-hella Chris Waddle. 

And so on. Pity that the map-editing paclcage 

that comes with it malces as much sense as a 

Hong Kong phone directory - but Iceep 

reading and you'll soon suss it 

O HALF-UFE HOTSHOT Phil Wand 




Fig 1: The 3D view shows a preview of your map and its rooms. The 2D views are where you do the actuai editing. 






O Button functions (from left): Selection tool, IViagnify, Camera, Entity tool, Block tool, Toggle texture application, Apply 
current texture, Apply decals, Clipping tool, Vertex tool, Path tool. 



SO you want to make your own Half-Life 
deathmatch levels, do you? Ha ha ha ha ha. . . 
Er, fine. Well, you're reading the right bit of the 
magazine, which is probably a good start. You're 
also obviously completely deranged, because it 
ain't an easy task, and even the smallest, simplest map is 
going to take the best part of a week to get right. Let's get 
something clear right from the start: if you're going to try 
making your own levels, you need to be mad, bad, and 
dedicated to the task at hand. 

If you haven't already done so. you need to dig out your 
original Half-Life CD-ROM and put it in the drive. Open It up, 
find the IVoridCrafl subdirectory, and then double-click on 
the WC20.EXE installer in order to get Valve's map-editing 
software bundled onto your hard drive. Now double-click on 
the WorldCraft icon to get the thing fired up and running, 
and check the Conflguratlon section to see how to 
customise its basic settings. After you've done that, you're 
ready to start building the level. 

GEHING THINGS GOING 

Press Ctrl + N or choose New from the File menu. This 
brings up a new editing window, complete with four empty 
view panes (flg 1). Clockwise from top left they are: 3D 
view, 2D top view, 2D side view and 2D front view. The 3D 
view enables you to see a semi-decent preview of your 
map and its rooms. The 2D views are where you do the 
actual editing. 

Now we can create our first room. Select the Block tool 
from the WorldCraft toolbar, or hit Shift + B. Click and drag 
a 1 0x1 square in the 20 top view pane, make sure it's 
10x10 In the two other 2D view panes, then press Enter to 
create it. 

In order to transform our newly created block into a 3D 
cube (ie a room), choose the Selection tool, right-click on 
the centre of the block, and choose Hollow from the pop-up 
menu. Hit OK to choose the default wall thickness of 32. 
Abracadabra - you now have a room, complete with four 
walls, a ceiling and a floor. It might not look much right now, 
butjust you wait. 
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Fig 2: n all goes well, you should see a (uHy rendered scene in the 3D view panel. 



Textures 



Texture gtoup: 



I All Textures 
Current texture: 



"3 



-IBABFL ^ 

i1 28x1 28 




Browse... 



.«UmJ;W 



Fig 3 & 4: Choose a texture or textures 
to apply to the walls of your new room. Flock 
wallpaper Is not an option, by the way. 




DECORATING OUR FIRST ROOM 

Select the Camera tool, then click and drag in the centre of 
the room we just created. The blue dot represents the 
camera, the red line is the 

^The simplest map will take the best 
part of a week to get right. If you're 
going to try making your own levels, 
you need to he mad, had, and dedicated 
to the task at hand ^ 



view direction. Point the 

camera at one of the 

corners (tig 2), choose 3D 

textured polygons from 

the top toolbar or from the 

View menu, and you 

should then see a fully 

rendered scene In the 3D 

view pane. Click and drag around the pane and you can pan 

the camera. Neat, huh? 

Go back to the Selection tool and click on one of the 
walls In the 3D pane, They should turn red to show you that 
^ey're selected. Now click on the Browse button (fig 3) in 
the Textures toolbar (normally top right), and a whole 
bunch of cool-looking Half-Life graphics fill a selection box. 



To make things easier to see. select 64x64 from the Size 
drop-down menu - the graphics now appear as small 
thumbnail Images (fig 4). 

Scroll down to the 
texture named 
C1A3WALL05and 
double-click on It (you 
can also type 
ClASWALLinthe 
RIter box, which 
narrows down the 
selection process 
considerably). Now choose Apply current texture from the 
toolbar - you then see the textures change accordingly in 
the 3D view. 

UT THERE BE ENTITIES 

Like any building that's all waits and no windows, our ^^ 
new room needs a light source or It will be pitch v 



Both the WoridCra ft readme and its pitiful 
online help system refer to configuring 
your new editor, but they don't actually 
tell you how to do it. So here's how. First 
and foremost, make sure the Options 
dialog box is open - this occurs 
automatically the first time you run the 
software; you can also get at it from the 
Tools menu. Now read on... 

GAME CONFIGURATIONS TAB 



tgm^ 



jt^ 



-ar^ 



"3F 



CItcK the Edit 
button. Click ttn 
Add button and 
type 'Half-Ufe'. 
Close the box and 
click Add to add 
the game data file 
from your 
WortdCraft 
directory. Once 
that's done, select 
your main game 
directory by clicking the Browse button next to the 
Game Directory input box. TTw RIVIF directory refers 
to the location where your WortdCraft map files 
are stored, and Palette li!e,WC.PAL, is found in the 
main WortMraft directory. The relevance of the 
two drop-down boxes we missed, Default 
PolntEntity class and Default SolidEntity class, wlH 
become clear later. 

TEXTURES TAB 



y«i I 



la-BM— — j- 



Thls configures 
whete all the 
textures come 
from - In this 
case, from the 
various data files 
supplied with 
Half-Ufe. 5q click 
on Add WAD and 
browse along to 
your Half-Ufe 
directory. Drill 
down to the Vahre subdirectory and you can see 
nine or so WADs lurtdng in there. Double-click on 
HALFUFE.WAD. 

BUILD PROGRAMS TAB 

In the Game Input 
box, select 
HLEXE,thetfatf- 
lAte executable, in 
the BSP Input box, 
choose qBSP2.EXE 
from your main 
WortaCraft 
directory. Select 
QRAD.EXE for your 
LIGHTING program, 



P^-*^" 



"- iri 



and VIS.EXE for your VIS program. Lastly, ensure 
that Complied maps are placed In the vahreVmaps 
subdirectory (In your main Hatf-Ufe directory). 

The other tabs refer to various software 
settings and how IVo/fdC/aft behaves - at this 
stage, you dont need to bottier with this, so just 
press OK to save tlie new configuration and return 
to ttie editing interfaca 
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New Objects 



^^7^. ^ toWorld 
selected: ~ 



Ej I Object Piopeities 



toEntity 



Categories: 



Primitives 
Objects: 



H 




Class Info | Flags | VisGroup 

Class: 

[light 

Altribules: 



copy j paste 



^ngle: ^^^ 

T] ISmarlEdit |F ^ ^^ 



'Briahtness 



Appearance 
Custom Appearance 
Target 
Name 



|128128128 200 
Pick color 



^As it Stands, 
there's something 
a little phoney 
ahout our room. 
Nobody huilds a 
room that's a 
mathematically 
precise cube - 
nobody who's 
sane, anyway^ 



F^S: Let there be llghtl 



Fig G: But tiow bright and what colour do we want the light to be? 



black when you step inside to test it. So ttiat's what we're 
going to tackle next. 

Select ttie Entity tool trom the WorldCraft \oo\bsr, or hit 
Shift + E. Making sure that you've got light selected in the 
New objects toolbar (middle right), click in the centre of 
the 2D top-view pane (fig 5). 

You now see a green crosshair appear, which you can 
move around with the mouse. Get it centred in all three 2D 
views and then hit Enter to create it - just as we did with 
the block in the previous step. If you want to, you can zoom 
in on the pane with the + and - keys, and then right-click 
on the purple square representing the light source, Choose 
Properties from the pop-up menu that appears (fig 6), and 
experiment with different values for the Object atblbutes 
section in order to change exactly how the light illuminates 
our little room. 

Before we run and test our level, we need to put in a 
player start position. Without this you'll get nowhere. So 
again choose the Entity tool, and this time make sure 
you've got info_piayer .start selected in the New obiects 
toolbar Click anywhere in the 2D view panes and press 
Enter to create the start position. 

THE nHST COMPILE 

As long as you've configured WorldCraftas per our 
Configuration section, testing your map will simply be a 
one-click process. 

Having made sure that you've saved your work, choose 
Run from the File menu, or press F9 to bring up the Run 
map dialog box (fig 7). For now, go with ttie default 
settings and click the OK button to test out your map. Half- 
Life should now fire up and automatically load the level 
which, if we're being honest, is duller than ditch water. But 
no matter. What you've done over the past few steps is to 
create the one vital building block needed for every new 
level - the room. And it wasn't that difficult, was it? 

GEniNG MORE EXCITING 

We're going to move along a bit and make our room a bit 
more realistic and thus a bit more inviting. For starters, 
you'll have no doubt noticed that the floor, walls and ceiling 
all share the same texture, making it humdrum in the 
extreme. So what we need to do now is paint the floor and 
ceiling with different textures. Click on the Tsxture 
application tool to toggle the texture application mode to 
'on'. The Face properties toolbar now appears (fig 8) - 
click on the Mode button at the bottom and make sure it 
says Uft+select, 

Now, using the Camera tool, pan the 3D view pane 
around so that you're looking at the floor. Keep a corner in 
view, so that you can see how your new floor texture aligns 
with the walls. 

Next, go back lo the Selection tool and click on the 
floor. You should notice that instead of clicking with the 



regular cursor as before, you're now clicking with a small 
paint bucket. The floor now turns red and, if not already 
present, the floor texture appears in the Face properties 
toolbar. This is because we currently have Lift+seiect 
mode selected. 

Now hit the Browse button in the Face properties 
toolbar and choose the texture called C2A4^FLR4. Change 
the mode to Apply (texture only) and click on the floor 
again - it changes from being brick to being tiled. Pan the 
3D view pane around to face the top of the room and click 
at the ceiling (note: instead of using the camera, you can 
also move the camera by holding down the spacebar while 
dragging with the mouse). It too now has the tiled texture 
applied to it - although you can of course spend a little time 
browsing the texture library and choosing a texture for 
yourself. You won't be able to resist testing at every stage 
of production, so hit Ctrl + S to save the map and then F9 
to test it, 

PILURS OF WISDOM 

When you take a look at our room as ft stands, there's still 
something a little phoney about it. For starters, the shape 
seems wrong. Nobody builds a room that's a 
mathematically precise cube - nobody who's sane, 
anyway. The ceiling is too high, the lighting is too bright, 
and it's also pretty spartan. Better do something about it. 
Making sure you've got the Texture application tool 
toggled off, click on the room in the 2D side view pane. 
Click on the middle grab handle at the top and just drag the 
ceiling down to a more sensible height - say, four or five 
grid boxes tall. Remember to keep a check on entities (ie 
your light sources), as they may now be sitting outside the 
walls and subsequently no good to anyone. Click on them 
and drag them back into the room where necessary. 



Run Map 



Additional game parameters. 




C No 
f Noimal 
(7 Extra 



l~ Don't run the game 

V Save visible objects 
only 



EKpert 



OK 



Cancel 



At this point you could right-click on the light entrty and 
play around with some of the settings in order to get a less 
clinical feel inside the room. You could also try reshaping 
the boundaries a bit by clicking on the room and then 
hitting the Vertex tool. You should see that the vertices are 
marked by white grab handles, and the edges marked by 
yellow ones. 

Subsequent clicks of the Vertex tool cycle between 
vertices and edges, vertices only, and edges only. To 
manipulate the shape, simply click on the grab handles and 
move them - hold down the Ctri key if you need to move 
more than one at a time. 

Now we're going to create a pillar to one side of the 
room. Making sure the Vertex tool isn't selected, click on 
the Block tool and select cylinder in the New objects 
toolbar. Click and drag a small square in the 2D top view 
pane. Shift to the 2D side view pane, and make sure the 
cylinder goes from the floor to the ceiling (fig 9). Press 
Enter to create it, and change ttie camera location so that 
you can sit back and admire it. 

Just to give you a taste of what WorldCraflis capable of, 
select the pillar, hold down Shift + Alt and then drag its 
clone to another area of the room. If it goes wrong you can 
always press Ctri + Z to undo. 

Toggle texture application mode back on and 
experiment with different textures, and press F9 if you feel 
like a quick run round what you've just created. 

ANOTHER ROOM 

We're going to round off this month's tutorial with another 
room. With the first room selected, hold down Shift + AH 
and drag the copy so that it's two blocks away from Uie 
right-hand wall. Now draw a new block in the 2D top view 
pane that cuts across the two walls and effectively joins the 
two areas. Make sure that its base is at ground level in the 
2D front view (fig 10). 

Press Enter to create the new block. Select it, right- 
click on it, and select Carve from the pop-up menu. What 
this does is carve out the two walls and leave the block in 
place, thus forming an interconnecting corridor between 
the two adjacent rooms. Select the intruding end of the 
carve block (this is best performed in the 30 view) and hit 
Delete to remove it and expose the new hole (fig 11). 

Finally, add in four new blocks for the floor, walls and 
ceiling of the corridor. Change the textures as you see fit, 
and perhaps add a new light source or weapon entity. Save 
and run your new level, and sit back and view the results of 
your hard work (fig 12). 

Getting this far wasn't really as difficult as you thought it 
would be, was it? E3 



Fig 7: TesUng your map is a one-click process. 



O Having gat ^is far. you can now gel all excited about next 
month 's issue (on sale Friday 12 Mardi), wtiere we deal mffi some 
of the finer points of deathmatcti design. 
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HOW TO MAKE YOUR OWN HALF-LIFE LEVELS 




Face Properties 



TURNING JARGONESE 



Scale: 



X: 1.00 



Y: 1.00 



Shift: 




Texture group: 




lode: Lift+S elect 



FigO: 

• LJtt+select selects a single face and retrieves both 
its texture and associated values. 

• Lift retrieve both the texture and Its associated 
values from a face. 

• Select select a face. 

■ Apply (texture only) apply the current texture to a 
selected face. 

• Apply (textura + values) apply the current texture and 
associated values to a selected face. 
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A JOB AT 
ELIXIR STUDIOS 

Last month we gave you the chance 
to win a Job as a designer at Camden- 
based Elixir Studios, home of Theme Parte co-cr^tor 
Demis Hassabis. If you missed the Issue, may we 
suggest you get hold of a copy now by phoning our 
Back Issues hotline on 01 789 490215. Basically, what 
we want are your game designs - preferably good 
ones. Submit your three-page game design document 
(template on PCZ$12 and #73 cover CDs), with any 
supporting artwoi1( and code you may hava 
Remember, the Rrst Prize Is a real money-earning Job - 
with your own desk, phone and everything. 

Send your designs to: Gizza Job, PC ZONE, 1 9 
Bolsover St, London W1 P 7HJ. Include a covering note 
with your name, address, postcode, daytime telephone 
number, email address, current occupation and age. 
The closing date Is 12 March, so hurry upl 



O Brush or block Any 3D object wtth volume - for 
example, a wall. Brushes are basic shapes that can 
Ik grouped Into more complex designs. Brushes can 
also refer to areas of liquid. 
O Entity Put simply, an entity is anything that isn't 
a brush. Lights, bad guys, guns and start positions 
are all entities. Doors and lifts are created by 
combining special entities with a brush. 
O Texture The tiled images that make a brush look 
real. They can be anything, but most commonly look 
like metal or stona When animated, they can be 
made to look like liquids. 



O Face A single side of a brush. For raample, a box 

will have six faces, one for each edga Each face can 

be assigned a different textura 

O Vertex or vertices The bounding comer of a 

brush. A square brush will have four vertices, and 

each one can he adjusted to change the shape of the 

brush. 

O Carving Changing the shape of an existing brush 

by overlaying another and subtracting Its shape. For 

example, carving a semicircle from the top of a 

square to create an arch. 
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Fig 9: Time to create a pillar to go In the room. 



Fig 10: One room's not much use, so let's have another. 




Fig 11: Having created a second room, ioln the two with an interconnecting corridor. 




Fig 12: With some different textures and different lighting, our room Is really starting to look like one. 
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Download an the latest 
demos and patches 



Hints and Tips to perfect 

your gaming technique 



PC Games Zone 




www.pczone.co.uk 



TECH HELP 




DEAItWAZZA 

Your techie problems and upgrade questions solved in a flash. 
A bit like a floor cleaner. Sort of 

O MR FIXTT WatTGn Chhsmas 



NEED A HAND THERE? 



MAKING THE (UP)GRADE 

c=«H „c , ™«™ «r . (»., ii» ml have a Pentium 200MMX 

Send us a query or a top Up |M .,^,„..^„.„ _, 

. . , . t.cKn LLI wi h 48Mb RAM and a 

and you could pocket £50. 

Voodoo2-based 3D accelerator. 

Share your techie or gaming- |'m really excited about the 

related problems with us, and forthcoming Quake HI (Quake 

we, In turn, may well share it Arena, you mean? - Ed), but I'm 

with thousands of readers worried that my computer won't 

via these very pages In a big be able to run it - after all, Half- 

communal love-in type of thing, ufg doesn't look nearly as good 

And as an extra incentive, every gs Quake ///and yet needs a 

single month we're offering a pretty hefty PC to run. How would 

cool £50 to the reader who | go about upgrading it to a 

sends in the most interesting Pentium II? I don't have enough 

query or toppest tip. No, really. money to buy a brand new 

Send as much relevant computer. 

information as you can. joe Bullock 

WRm TO DeaVwazzai PC^'" H ^"'''* """"^ ^ *""' 
19 Bolsover Street, U3 assumptions here. 

London W1P7HJ. Half-Ufeshmi\i run okay- 

k>tteni.pczone@denni5.co.iik will, =•»"* P'^V^"'*' "" ^ PI 66), 

the subiect head: i OearWazza' and as Quake Jb&ta isn't 

"pie"aVenote:whilewe«n"""" "nisbed yet no one 

assure you that we read ^^^"V ':"°*^™^'*!^ 

e.eO'techle query sent to us, ^^^'^^^^ " «'" "«««■ 
we are unable to offer personal =^^'^'"'"9 ""^^ >«»" "^ 

replies. Also, please do not *" "P^""^ '^ ^ *^=*"™ '" '*^^"' 

phone, as you're unlikely to ""* '* '"" "'*" *" ^™'*^'' *» ^" 

^-.^h .-™»™ ...I.- «,- i.«i» 'ntel Pentium II you will not 

reach someone who can help. ' 

—^ 1^ only need to buy a new 

■_ processor but also a Slot 1- 

type mottierlward and, almost 
certainly, new memory boards 
too. Oh, and possibly a new 
case as well, depending on 
whether your current machine 
uses the AT or newer ATX 
format (see AT-XTRAS letter 
below). 

The main altemative is to 
upgrade with an AMD K6-2 
processor. These are cheaper 
than the Intel equhralents and 
can be fitted straight into a 
Socket 7 motherboard 
designed for Pentiums. The 

^IS it possible to snag? The mottierboard must 

pnnnopt turn "* ^'''^ *° support 1 0OMHz bus 

conneui two ^^^ _ ^^^ ^^^i^ ^^ ^^^ 

different makes of socket ? motherboards do. In 
VOOdOOZ card °^^ words, it's time to empty 

together-a "-^^p'^^vbank. 

Creative Labs 

3DBIaster12Mb 

and a Diamond 

Monster 2 12Mb, 

fGrexample?99 



YOUSAF NABI 



AT-XTRAS 

0\'m thinking of getting a new 
case for my PC. My office PC 
(Dell Optiplex) has tbe ability to 
turn itself on and off when I close 
down Windows 95 - that is, 
instead of Windows saying "It's 
now safe to turn off your 



computer" and sitting ttiere while 
it waits for me to switch it off, it 
turns the PC off automatically. I 
have noticed that most portables 
are able to do this as well. 

Is this something that only 
Dells can do, or is there some 
standard that both motherboard 
and case must meet to be 
able to do this (such as ATX 
specification on Pentium II 
machines)? I don't even 
know if the feature has a 
name. 

Matthew Harvey 

HAS you've guessed, 
this facility - 
generally referred to as 
'soft power' - is a feature 
of mothertKiards that 
comply to the ATX 
standard. 

A bit of background 
Information for you: nearly all 
PC mothertoards, cases and 
power supplies are built to 
particular dimensions and with 
certain features so that 
components from different 
manufacture^ are fully 
interchangeable. 

For a long time the form 
factor used was AT (or baby 
AT), but in 1 995 Intel unveiled 
ATX. TTils has now overtaken AT 
as tfte standard and is used by 
the vast majority of PC and 
peripheral manufacturers 
(although there is another 
standard called LPX used for 
low-profile machines). 

ATX machines are generally 
less messy inside (features 
such as serial, parallel, USB 
and PS/2 mouse ports are 
actually built on to ATX 
mothertraards as standard), 
easier to upgrade (there's 
better access to components) 
and more efficient (thanks to 
better cooling and reduced 
voltage power supplies). And, 
yes, Windows 95/98 can tell an 
ATX motherboard to switch the 
whole system off. 

The important thing to keep 
In mind Is that AT and ATX 
components are not 
interchangeable in any way. So 
if you want to buy an ATX case 
(which has an integrated 
ATX-style power supply), G 




READER WR[TES 

a Just a couple of points about the answer you gave to Lee 
Gorringe under the heading YOU NT-ER in your December 
issue {PCZit70). An awful lot of games are coming out now that are 
NT/Windows 95 compatible. NT Is a business platform but it will run 
the majority of games faster than Win95 (I won't go into the techie 
reasons behind it but, believe me, it does). You can even set 
the priority of the game to make it run faster still. 

The only games I've had no success getting to run are 
those that actively search for your revision of Direct X 
(NT's SP3 has most of DirectX 5 bundled in it, but games 
requiring it don't spot it - putting some null entries into the 
registry may blag the game into believing you have it, 
although I wouldn't recommend it). 

Most hardware is now also Wm95/NT compatible, complete with 
the associated drivers, so you will get hardware acceleration from 
most cards. Older games are a bit poo under NT. as it mns in a 
NTVDM. although you can tweak this to improve performance. 
Ttiunking (W/jaf?-fa[)the code will slow it down regardless. 

I dual-boot my system at home, between NT and Win95, running 
NT in an NTFS partition. If a game supports NT I run it under NT, if It 
supports Win95 I'll attempt to run it under NT anyway (with a 
success rate of about 80 per cent, although you need to bugger 
about with it a bit). If that fails I'll run it under 95 and swear 
profusely if the game crashes cos it'll probably take the 05 with it 
as well (something we NT-ERs rarely witness!). 

I think the point you're making is that it's more hassle than it's 
worth trying to get NT to run games, when you can plonk them 
straight on to Win95 and they work first time, 
which is fair comment. All I'm saying is thai if 
you persevere with NT, the games will work. 
It's a bit more complicated, but the advantage 
is that they run faster and with more stability. 

Got to say, you run a brilliant mag. Your 
hardware and software reviews are 
practically 1 00 per cent spot-on. 

Stuart Miller (aka Nephilim) 



Q Thanks for ttiat, Stuart. We always 
appreciate hearing the experiences 
of readers, especially those who are 
fundamentally agreeing with usi 

PC ZONE \& read by a huge variety of PC 
users, from those who barely know what 
a hard disk is (don't laugh, we were all 
beginners once), to some who seem to 
enjoy nothing bettn' than spending a 
weekend tweaking and optimising their 
PC to gain an extra 0.01 per cent 
performanca 

As I am sure you can appreciate, Ifs 
sometimes difficult knowing who to pitch 
answers to on these pages. Ultimately, 
however, the one thing that most of us 
have in common is that we want to get 
on with actually playing games - 
preferably with as little fuss as posslUe. 

For the vast majority of gamers, 
running Windows NT at home really 
doesn't make any sense, hence our 
original answer. 
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9 you also need a new ATX-fonn 
mottiertoard. Upgraders 
stickJng withAT-fomi 
components, for whatever 
reason, should be aware that 
the old standard is seemingly 
dying out pretty dam quicMy: 

WINDOW TWEAKY 

0ln your October issue (PCZ 
#68) you had an email from 
Rob regarding the Add/Remove 
Programs and how it would leave 
stuff tiehind. Your answer was to 
download Power Tools and install 
the Tweak Ul thingy. But where 
the hell do I find it? I have 
Windows 98 and the PowerTools 
on offer is for Windows CE. Is 
there one for 98? 

Almosan 

QThe version for 
Windows 95, as 
previously referred to, is 
still available from 
Microsoft's website but 
not very well flagged. 
You'll find it at 
www, microsoft.com/window 
s/download/tweaku i .exe. 

And, yes, a Windows 98 
version is available - in fact 
you've already got it. It's not 



Installed by default, but is 
actually on your Windows 98 
discinthe\TOOLS\RESKn\ 
POWERTOY directory. 

GRIM SITUATION 

Hl've got a problem with Grim 
Fandango. I've got to the 
stage with the city at the end of 
the world, and when I'm 
wandering around the crane the 
game randomly crashes out. 
Obviously it's very hard to play it 
properly, thinking that it may 
bomb at any second. If I use the 
30 acceleration (I have a 
Voodoo2-based card) my system 
crashes. If I don't use it the game 
crashes and returns me to 
Windows. 

I've tried looking on the 
LucasArts website but they 
appear to have only automated 
support, which has no mention 
of the problem. This situation is 
very annoying! 

Peter Gordon 

Q Several of us here at 
70/Vf have played the 
game through without 
problems, and as far as we 
know the game doesn't 
contain any major bugs. 




We'd guess that you have 
some corrupt data 
somewhere - either the 
installation on your hard 
disk (have you tried re- 
installing?) or, more likely, 
a scratch or something on 
the CD (have you taken it 
back to the shop?). 

If re-installing the game and 
changing the discs doesn't 
help, we suggest you call the 
technical support line of the UK 
distributor of the game - ttiat's 
Acthrision on 01895 456 7000. 

NICEHUR 

01s it possible to connect two 
different makes of Voodoo2 
card together - a Creative Labs 
3DBIaster 12Mb and a Diamond 
Monster 2 12Mb, for example? I 
want to set up two cards in an SU 
(Single Line Interleave) 
configuration but I don't want to 
have two copies of the same 
bundled games. 

YousafNabi, Romford 

QAII 3D accelerator 
boards based on 
3Dfx'sVoodoo2 are buittto 
a tight specification, so In 
principle It should be 
possible to connect two 
different boards without 
problems (atthough we 
don't actually know of 
anyone who has done it). 
Also, your reasoning does 
make some sense. 

However, as reported in 
Ibch-Head in our Xmas issue 
{PCZitTi), some companies are 
now selling twin-packs of 
VoodooZ boards - aimed at 
people like yourself who want 
to run an SU configuration - at 
special discounts. You should 
shop around and try to find the 
best price for a matching pair. 
Oh, and don't forget to make 
sure that you get the SU 
connecting lead included. 

HARDDIUVIN' 

Hl'm in a world of shit I've 
just run out of hard disk 
drive space and need a new one. 
I own a crappy Packard Bell with 
Windows 95. Can my machine 
handle a Quanhjm Bigfoot 8.0Gb 
E'lDE/Uttra DMA hard drive, and 
what does all that mean? Can I 
just bung it In any old space and 
connect it to my Primary IDE slot 
along with my existing C drive? 

Will Thomas 

QCan your PC 'handle' a 
Quantum Bigfoot 
8.0Gb E-IDE/Ultra DMA 
hard drive? Yes, although 
unless you use FAT32 
(supported by later 
versions of Win95 as well 



as Wln98) you'll have to 
partition the disk into four 
separate drives (each 
under the FAT1 6 limit of 
2.1Gb) with a program 
called Fdisk. Related 
issues were explained in 
our response to the FAT 
CHANCE query in our 
December Issue (PCZ #70). 

What does It mean? Weil, er, 
Quantum Bigfoot is the drive 

^Whenever I start 
up my computer, 
Windows always 
demands that I run 
ScanDisk In case 
my hard disk has 
errors. Why, when I 
always shut down 
and restart 
properly?99 

SAM DEARLOVE 

manufacturer and model name, 
8.0Gb is obviously the size 
(eight gigabytes), and E-IDE is 
ttie type of interface it uses 
(that is, Enhanced IDE rather 
than SCSI, which Is the other 
main standard). 

The fact that It supports 
Ultra DMA means that it uses 
an interface capable of data 
transfer rates of up to 
33.3Mb/sec. Whether your PC's 
motherhoard supports Ultra 
DMA is another matter 
altogether (check your 
manual), but the various 
standards are backwardly 
compatible, so while you might 
not get the optimum 
performance out of the drive, 
it's not a problem as such. 

Incidentally, Quantum's 
Bigfoot drives have a large, 
5.25-inch form factor (the 
same size used by old 5.25- 
inch floppy and CD-RDM 
drives). Maytie this Is why 
you're considering It? In which 
case it's probably worth 
pointing out that while most 
other hard drives use a 3.5- 
inch form factor (yes, the same 
size as 3.5-inch floppy drives), 
these can stJII be fitted into 
large drhfe bays with the use 
of a metal cradle, which you 
can pick up from most 
computer stores. 

It's relatively easy to add a 
second IDE drhre to a PC using 
the Primary IDE connection (the 
Secondary IDE is typically used 
by a CD-ROM drive). The only 
tricky' bit ts knowing ttiat you 
have to set up one drive as a 



master drtve and the other as a 
slave (this is done with small 
plastic jumpers on the drives), 
but all this is explained in the 
manual or leaflet supplied with 
the new unit 

Obviously It makes sense to 
make your new drive (which Is 
likely to be quicker than the 
older model) the master drive 
which your machine boots up 
from. There are other ways to 
do it, but we'd temporarily set 
up the new drive as the slave 
(second) drive then boot up 
your PC from your original 
drive as usual, format the new 
drive (important ivMWindows 
system flies), and copy 
everything across from the old 
drive to the new one. 

Now switch the jumpers so 
that the new drive is the 
master and the old drive is the 
slava If everything is working 
okay you should boot from the 
faster model. It Is flien safe to 
delete all the old flies from 
your original drive. Of course, 
if tliat drive is much smaller 
and slower than the new unit, 
you might want to get rid of 
it altogether. 

I'M YOUR SCAN 

a Whenever I start up my 
computer, Windows always 
demands that I run ScanDisk in 
case my hard disk has errors. 
Why, when I always shut down 
and restart properiy? My system 
is an AMD K6 233 with 32Mb 
RAM, 6.4Gb hard disk etc. I'm 
running with Win95 integrated 
with Internet Explorer 4. 

Sam Dearlove 

Q Later revisions of 
Windows 95 run 
ScanDisk on boot-up if 
Windows has not been 
shut down properiy (eg It's 
crashed or, say, you've 
suffered a power cut), but 
It really shouldn't be doing 
It If you're exMng properiy. 

We don't know the cause of 
your problem, but we can tell 
you how to switch the feature 
off. Find the msdos-sys file in 
your hard disk's root directory 
and open it with something like 
Notepad. Now, under the 
Options heading, type Autoscan 
= and tlten save the flie. Note: 
do not change or add anything 
else or you risk causing boot- 
up problmts. 

incidentally, tf you disable 
this feature you really should 
make sure you run ScanDisk 
manually direct from Windows 
(It's In the Programs/ 
Accessories/ System Tools 
folder) at regular Intervals. \^ 
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/S ID MEIER'S 

aLpha 

C £ N T A U R \ 



THE FUTURE OF MANKIND 



H INOOH > 



alpha centauri 



Sid Meier's 'Alpha Centauri transports you onto 

an alien planet with truly mesmerising game play. 

Faced with host of challenges your aim is to create 

a community strong enough to conquer the planet 

or to achieve the 'Ascent to Transcendence . 



rm«!n!?!Sni WATCHDOG 



WATCHDOG 

There are several companies fighting for space in the doghouse this month, but there's 
always room for more so write to us with your consumer complaints 

O ANSWERED BY Adam Phillips 



|TQV^^^^^^_ BLACK SPOT 

We're here to help. If you've got lt\^^ ' „ ^ ,. , ^ -^ 

\^ \ _. LtlThrustMaster Formula Sprint 

a consumer issue that needs ^ . ,. , u-..,, 

.... „ steering wheel, which I m using 

addressing then drop us a Una .^^ „ ^^ , ^ ,. , 

_. , u i». . with Grand Pnx Legends. Wook 

But please remember that „ .. ,u ,^ I.. .. 

..... , the wheel back to the shop 

technical issues are not , ■. ..j^j .-.j. 

JL ... ...J -J because it had a dead spot ust to 

covered by Watchdog -If ^ u. .^ ^ . \. ..u 
. . .-■ u. — Wie nght of dead-centre, hut the 
you've got a techie problem, , . u .u 
_.* . n ... , ^^-11 rep acement has the same 
wrftetoDearWazza(page133). ^^, ,.,^ , „,. 
___„__-,'__ problem. When I run TMScope\ 

WRITE TO Watchdog, PC ZONE, can see that this is not due to the 

Dennts Publishing, 1 9 Boisover hardware - the values change 

!?!!'l^^_"*!^ _'!"!!■_ smoothly as the wheel turns - 

EMAIL us at ietters.pczone@ SO the problem must be with the 

ilennl5.co.uk willi tlie subject heading Win95 device driver. 
'Watchdog'. It makes games almost 

unplayable - there's nearly an 
inch of dead zone when you're 
trying to drive at ZOOmph down a 
cambered, narrow, hedge-lined 
road such as at the Nurburgring. 
A Steering wheel is supposed to 
make games easier to drive, not 
harder! This steering wheel 
makes driving a Formula One car 
feel like driving a knackered old 
bus. Is there anything I can do, or 
will there be an updated driver to 
remove this problem? 

Nigel Cfiarman 



QThnistMaster told 
Watchdog that they are 
aware of some Initial issues 
with the 'dead zone', but claim 
that these have now been 
recfified. You can download 
the latest Formula Sprint driver 
(version 1.2) at the 
TTirustMaster website 
(www, thriistmaster.com); check 
out the Formula Sprint's 
support section or, 
alternatively, find H stashed on 
our cover CD (see page 1 42). 
Finally, ThnistMaster have 
said that if you require a new 
CD they would "of course be 
happy to supply you with one". 
Give them a call on 01 276 
609955. 

SINFUL CODING 

0rm getting to the end of my 
tether Will I ever be able to 
purchase a new game and play it 
straight out of the box. Or is it now 
a fact of a PC gamer's lite that we 
must beta-test it first, send in our 
bug reports, then wait for a patch 
to be released? The biggest 



culprit at the moment is 

Activision's SiN- please note my 
use of the publisher's name 
rather than the developer's. The 
whole thing is a mess. First off, 
the loading times are painfully 
slow and totally ruin the flow of 
the game. It also boasts bugs in 
the Al - ooh, that first boss is so 
hard to kill when it just stands in 
the subway doing bugger all. Also, 
the save games fill up what space 
is left on your hard disk. 

So out comes a patch. H fixes 



There's no way I'm gonna 
download something this size. 
I've resorted to letting the CD 
gather dust until I can get hold of 
the patch on a cover disc. After 
months of production, I refuse to 
believe that Ritual, the 
developers, would want their 
product to appear on store 
shelves in this form. It stinks of an 
attempt byActivision to release 
S/W early and unfinished, purely to 
steal some of Half-Lif&s thunder 
while cashing in on Christmas, 



^This steering wheel makes driving a 
Formula One car feel like driving a 
knackered old bus^ 



NIGEL CHARMAN ON THE THRUSTMASTER FORMULA SPRINT 



the above bugs and many, many 
more. Just to be nice, we're also 
given a new deathmatch map (or 
did they just forget it the first 
time?). Off I go to download it. But 
it only supports the US version, so 
my save games aren't going to 
work (again). And the icing on the 
cake? It's 18 megs worth! 



This sort of thing has got to 
stop. Console developers and 
publishers have to get it right first 
lime -the Internet and patches 
are not an option for them. Having 
said that, if the Dreamcast ships 
with a modem included, all that 
could change. 

Steve Griggs 



SOUR AT SEGA 



A Direct 3D patch for Last Bronxvias supposedly due last April. What happened? 



0Sega PC released the 3D beat 'em up LastBronx^or 
the PC in March 1998. Several weeks before its 
release, Sega announced that there would be a Direct30 
patch, as the retail version only had support for 
DirectDraw. The expected release date was April '98. So 
far there's still no sign of it, and the ads suggesting such 
a patch would be available were pulled off Sega's 
website a few months ago. 

SegasoldiasfSro/jjir under false pretences. 
Reviewers of Last Bronx were told a Direct3D patch was 
on its way, ads were placed on Sega's website 
saying that it would be released shortly, and 
consumers who emailed Sega asking about it 
were told that it was almost done. 

It's obvious that Sega had no intention of 
creating such a patch, and I can imagine that 
people who bought Last Bronx feel conned. I 
think it's important to tell Sega that this is 
intolerable, which is why I've started a petition to 
get Sega to make a DirectSD patch. Owners of 
this game only have to fill in their name and 
address, and in a few weeks the results will be 
sent to Sega. The online petition can be visited at 
littp://members.xoom.com/5eganl/bronx/. 

Wilco Ibes 
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Watchdog duly asked Sega what they've been 
playing at. Have they really 'duped' their 
customers, or has Wilco Ibes simply got the wrong 
end of the stick? 

The game makers offered the fallowing 
explanation: "Sega did mention that a 3D patch may 
be released for this title in the future. However, this 
was not something that had been 'promoted' or 
'advertised' in order to sell the product. None of our 
advertising or packaging has any mention of Sega 




creating and releasing a 3D patch at a later date. 
However, as we always try to improve our product 
quality - and we have released 3D patches for titles 
such as Virtua Fighter 2, Daytona USA Deluxe, 
Worldwide Soccer PCanA Sega Touring Car - there 
may have been an assumption among gamers that 
the same would occur for Lasf Bronx. We simply 
took note of users' expectations and mentioned on 
our site that a patch may be released - however, it 
was never guaranteed. For Last Bronx, we carried 
out a feasibility study on the benefits of 
creating a 3D patch - it wasn't deemed to 
be beneficial. Our efforts on Virtua Figttter 
2 show ttiat for such fighting titles the 
quality of DirectDraw versions was at such 
a high standard that additional 3D support 
didn't help the game enormously." 

Sega say they regret raising your 
expectations, and further hope that you 
"receive comfort in the fact that Sega will 
be spending this development time Instead 
on creating another great product". 

So, do you feel comforted, Wilco? And 
make sure you let us know if your petition 
bears any fruit In the meantima 



0We can't help but 
agree wrth you 
when it comes to ttie 
mass of bug-laden 
software littering the 
maritetplac& PC ZONE 
would love to see the 
day when we don't have 
to fill our cover CDs wtth 
patches when we'd 
rather be putting more 
goodies on it for our 
punters. Hopefully 
services like Watchdog help In 
some way by naming and 
^lanring the worst offenders. 
As for a time when 99 per cent 
of bugs are wiped off the face 
of tlie gaming planet, well, 
there's more chance of William 
Hague becoming the next 
prime minister. 

As for your complaints 
about S/^Acttvislon regret any 
problems you may have 
encountered with the gama 
Fortunately a patch disc is 
available free of charge by 
either emailing sln@acthrlsion. 
co.uk or by writing to Customer 
Support, Activislon, 1 33 High 
Street, Yiewsiey, West Drayton, 
U87 7QL 

Oh, and the patch disc 
Includes a bonus deathmatc^ 
level 'with a twist' - everything 
is upside down. Gosh! There's 
also a playable demo of Heavy 
Gearllami a rolling demo of 
CMIliaffon: Call To Powerlor 
your troubles. Hopefully those 
games won't need patches. 

APOCALYPTIC 
ANQER 

01 recently purchased a SDfx 
card on the cheap - a crappy 
Apocalypse 3Dx for £55. The card, 
which promised arcade action at 
"full-motion frame rates", 
sounded appealing, especially 
since I'd just bought Quake II. 

Not so. The card is complete 
and utter rubbish. Ouakelirm at 
about three frames per second - 
I timed a demo - and newer 
games like the SiN6emo you had 
on your CD a few months back 
didn't run at all. Why Is this? The 
recommended spec was a P1 66. 
I met this and expected the 
games to be at least playable. 

I phoned VideoLogic, who said 
that the minimum spec was a P2- 
266 chip, and that I should buy 
one. I'm still at school and I've 
already spent £55 on the card, 
and a further £50 on memory for 
both my system and video card so 
the thing would actually work. 
And in any case, it said P166 on 
the box. so what's the problem? 
t phoned back later having tried 
their solutions (which didn't work. 
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Patches: many of them shouldn't be necessary. 



VideoLogic are sony 
to hear about your 
problems, and would like 
you to contact their 
technical support desk 
again to see whether 
they can offer furtlier 
assistance in optimising 
your system's 
performance Call ttiem 
on 01923 277477, and tet 
us know how you get on. 



Incidentally) and they told me that 
my problem was that my 
processor was non-Intel. That's 
complete njbbish! I'd tried It on a 
friend's Intel P1 66 and it ran 
slowerthanonminel 

1 know it's an issue that's 
slightly out of date, but in today's 
world of rapidly changing 
hardware, what isn't? But cheers 
for listening anyway, My advice? 
Avoid Apocalypse. It really didn't 
deserve PCZONFs review score 
of 89 per cent. 

Alan Paget 

Q Watchdog contacted 
VideoLogic on your behalf. 
"After its launch at the end of 
1997," offered David Howard, 
the company's PR manager, 
■ihe Apocalypse 3Dx recehred 
many awards for Its 
performance and quality. SIrtce 
then, as Alan points out, 
technoh>gy In this fast-moving 
industry segment has changed 
dramatically, and for that 
reason the A3Dx market price 
has been reduced to Its current 
level of £49, where ft remains 
an excellent Introduction to 
hardware 3D acceleration." 

Plug over, he went on to 
explain: "Some PC games 
launched since tt»e debut of the 
Apocalypse 3Dx have much 
higher system requirements 
than the minimum hanhware 
specification for use of the 
card. Most games using the 
Quake //engine, for example, 
require a more powerful 
processor than the minimum 
specification to fully use 
Apocalypse 3Dx graphics 
acceleration. Tliat said, the 
reported frame rate of 3fps is 
lower than we would expect 
with an Intel Pentium 166. 
Tests in-house show an 
average frame rate of around 
1 Dtps in a well-optimised 
similar configuration. 

"As well-documented In 
the PC press, some earlier, 
non-Intel processors are often 
less fully featured for 
gameplay, partlculariy with 
respect to Floating Point 
arithmetic, and can produce 
much lower frame rates." 



PLEASE RELEASE 
ME, LET ME 00... 

0l'm not bothered about the 
dates ^at game publishers 
release their games on, but about 
the dates on which games 
retailers themselves start selling 
games. It all began when I went 
to Game in Blackburn a week 
before Klingon: Honour Guard was 
due out to see whether the 
release date had changed (again). 

The manager of the store said 
that the date was set and that I 
would "have to wait until Friday to 
play it, unlike us". I asked what he 
meant by "unlike us". He then 
revealed that they'd had the game 
sitting in their stores for half a 
week and had been enjoying it 
thoroughly. And this was a week 
before It was due to be released! 

So I thought WTF? Today I 
went Into Game and looked at the 
'coming soon' list. And it hit me! 
Friday - every single game has 
been 'sold' on a Friday! Only a fool 
would write it off as a 
coincidence. I'd like to know why 
this unfairness Is allowed to go 
on. I carefully follow the release 
dates set by the publishers - and 
they are nowhere near the retailer 
release dates. 

Peter 

B Grant Hughes of Game 
offered the following 
explanation: "Game adheres 
rigidly to product release 
dates, which are stipulated by 
software publishers. Obviously, 
tf a product is released at 9am 
on a Friday, then it has to be 
shipped to stores before then 
In order to be processed and 
put out on the shehres. Game 
staff are not alhnwed to borrow 
products, nor are they allowed 
to purchase them before 
release dates. Our staff are, 
however, allowed to try out a 
top game In-store before it is 
released for two reasons: 
firstly, to Inform customers 
about the product, and 
secondly to enable customers 
to try out the game for 
themselves. We understand the 
frustrations of customers, but 
under no circumstances will 
Game break release dates." 



COMING NEXT ISSUE 

QUAKE III 
ARENA 




Well this is going to be interesting, and no 
mistake. ID Software liave sat at tiie top of 
the 3D shoot 'em up technology tree for years 
now, with the various incarnations of Doom 
and Qi/ateshalcing off all contenders. But we 
live in a new age, a time when Half-Life has 
redefined the 3D shooter genre and dared 
anyone to take its crown. Next month we take 
a look at ID'S new game engine, and talk to 
them about the all-important game lying on 
top of it. Is there life after Half-Lif^ 

THE FINCST COVER CD DEMOS 

H all goes according to plan we'll be bringing you exclushre demos of 
Sliver, Championship Manager 3 and T^tticOcs. Tttere urlll of course be 
lots of other top demos on the CD for your gaming pleasure. 

HONEST REVIEWS 

After several delays for the PC ver^on of TOCA 2, we're told to expect 
this potentially top racer for review next month (again). We'll also have 
Sltver, Supert^kes and Brian Lara Cricket 99 in for review, and you can 
count on us to ghre you our honest opinion as to what's worth shelling 
out your hard-earned cash for, and which tiUes should be avoided at 
all costs (there are always a few). 

TIPS, CHEATS AND WALKTHROUGHS 

We have a full walkthrough of nief next month, a comprehenshw 
guide to Sid Meier's /Upiia Centaurl, and we'll tell you everything you 
wanted to know but were afraid to ask about Interplay's excellent RPG, 
Baldur's Gate. We'll also have more Ups and cheats on the latest 
games ttian you can shake a very large stick at 

INSIGHTFUL PREVIEWS 

We go behind the scenes at Delphlne and get the latest on their 
promising RPG Dark Stone. We'll also be checking out mecbWarrtor 3 
from MicroProse (Ug robot fans put It In your dlaty). 

ON SALE 

FRIDAY 12 MARCH 

' Hole: Bus Is a gukM onty, content may chan^ duB tu cin:umstances beyond our ccnini 
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Welcome to the 
PCZOfffTop 100. Here 
youll find the games 
that in our expert 
opinion are the current 
top PC games in their 
field, as well as a few 
extras you might like 
to consider if you're a 
big fan of the genre 












CONSIDE 









QUAKE II PCZff59*97% 

O The sequel to 'the most important PC game ever' turns out to be 
more than worth the wait. Despite the odd bit of slowdown, single- 
player and deathmatch games are in a league ot their own. As Macca 
concluded in his review: "Quake His pretty much perfect." Buy it now. 
PUBUSHER A[:tMsion • 01 895 456700 

HUf-UFE PCZff71«95% 

O Arriving a whole year late but definiteiy worth the wait, this has to 
be the 3D shooter of the year tlianks lo a superb single-player game. 
We'll have to wait and see whether It will beat Quake //in ttie 
deathmatch arena. 
PUBUSHER Sierra • (Jl 18 9209100 

JEDI KNIGHT: DARK FORCES 11 PCZ #55 • 94% 

O It's not Quake, but then it doesn't even try to be. Bui it is a 

compelling, technically superb blend ol action and eKploratton 

neatly wrapped up in ttie Star War^ universe. Altogether most 

impressive. 

PUBUSHER LucasArts/VIE • 01 71 366 2255 

FAOETOBUCK PCZffSI • 94% 

O The unofficial sequel to the excellent Flashback, this is a near- 
perfect blend of thinJ-person exploration and combat action. The 
technical precursor to the fantastic Tomb Raider, it's a classic in 
its own right. 
PUBUSHER Electronic Arls • 01 753 549442 

PRIVATEER Z: THE DARKENING PCZft44* 94% 

O The ultimate mix of space combat, fl/fe-style trading and FMV 
action. Privateer 2was the first big budget release from Origin which 
used live action in a positive way. Absolutely packed with stars, ttiis is 
pukka stuff. 
PUBUSHER Origin/EA • 01 753 549442 

FORSAKEN PCZtf63*94% 

O Descent is dead and Forsaken is now king of the tunnel-based 
shoot 'em ups. with huge, varied levels, heaps of graphical effects, 
weapons and a fantastic multiplayer LAN-based game, it's up ttiere 
with the best of 'em. 
PUBUSHER Acclaim ■ 01 71 344 5000 

WARGASM PCZ #71 •93% 

O Famed for their flight sIms, DID finally deliver an action game only 
they could produce. With helicopters, APCs. and hapless infantry 
running about, this Is as fast-paced as a tank game could be - and 
it's even better to share. 
PUBUSHEBlnfogrames«0181 7389199 

SHOGO: MOBILE 

ARMHUR DIVISION PCZ ff71 • 92% 

O Half Quake, halt MechWarrior, this 3D action game breathes fresh 
air into a stale genre. With great graphical effects and an involving 
storyline, it's perhaps just a bit too easy for Oie Ooa/te hard-core. 
PUBUSHER MiCTOlds • 00331 4601 5401 

SIN PCZ 970* 91% 

O Until Duke 4fi«/- appears, SiN\s the closest in feel to its ageing 
classic predecessor. Based on the Owake //engine, S/iV offers a 
superb single-player game thanks to some ingenious level design. 
Highly recommended. 
PUBUSHER Eidos Interactive • 0181 636 3000 

TOMB RAIDER III PCZ tt7Z* 91% 

O There's a good chance that in 20 years' time the Tomb Raider 
'ihingy' will be looked upon with as much fondness as Star Wars is 
today. This third outing may not be as ground-breaking as its 
predecessor, but it's the best so far . 
PUBUSHER [lOos Interactive • 01 81 636 3000 

THIEF: THE DARK PROJECT Eidos Interactive* PCZ #72 • 90% 

TOM CLANCY'S RAINBOW »X Take 2 - PCZ #69 - 89% 

UNREAL GT Interactive • PCZ #65 • 93% 

QUAKE Activision • PCZ #43 • 96% I i'M'l^i 

SPEC OPS: RANGERS ASSAULT Take 2 • PCZ #65 • 86% 

JEDI KNIGHT: MYSTERIES OF THE SHH LucasArts • PCZ #62 • 95% 

MDK Interplay • PCZ #50 • 90% 

LAST BRONX Sega • PCZ #62 • 87% 
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CARMAGEDDONII PCZ#69* 95% 

O It's thatgame again, this time with full 3D pedestrians. More 
biood, more cars, more tracks - and now with added missions. If 
yau liked Hie first one, you'll love this one. If you don't, you can just 
bog off. 
PUBUSHER SO •01715853308 

FORMUU 1 GRAND PRIX 2 PCZ ff36 • 95% 

O The amazing sequel to the greatest F1 driving sim ever. Updated 
;ji illiantly for the 94/95 season with all-new detailed circuits, cars 
and teams. The game will njn on a 486DX2 but you'll need a Pentium 
to run the lii-res mode. 
PUBUSHER MicfoProse • 01 454 893893 

COLIN MCHAE RALLY PCZ «68 • 93% 

O Sporting an updated TOCA engine, Colin McRae has become the 
new henchmarit in rally simulations. With car customisability and 
a heap of multlplayer accessibility, this game should be top of 
everyone's rally games heap. 
PUBUSHER CQdem^ers • 01926 8141 32 

MONACO GRAND PRIX PCZ #69* 92% 

O Essenhally this is F1 Racing Simulation 2, and an F1 fan's wet 
dream come Irue. It looks beautiful, plays even better, and ttie Al is 
second to none. You need a hefty machine to have it looking its 
best though. 
PUBUSHER Uhi Soft • 081 944 9000 

GRANDTHEFTAUTO PCZtt58«92% 

O This is the game that took over from Cannageddon as the media's 
favourite pet hate. Steal cars, dodge police, mow down pedestrians 
and cause mayhem in city streets in one of the most addictive driving 
games ever. Micro MactJineson acid. 
PUBUSHER BMG • 0171 9730011 

NEED FOR SPEED III PCZ #69 • 91% 

O Some arcade racing games are fun, but if you like a bit more 
than just just racing around a few tracks then you should seriously 
consider Need For Speed III. Why? Because if avoiding the law isn't 
fun, what is? 
PUBUSHER FIfiCtronir Arts • 01 753 54944? 

MOTOCROSS MADNESS PCZ #67 • 91 % 

O An astoundingly addictive game. Loads of game and race options 
and tremendous fun, especially when played with a Microsoft 
Freestyle Pro pad over a networit. Soon available with the pad for 
around 50 quid. A must-buy. 
PUBUSHER Microsofl • 0345 002000 

MICRO MACHINES 3 PCZtt64* 90% 

O The manic miniature racing game gets the 3D treatment and loses 
nothing along the way. The new power-ups might not please the 
purist, but Micro Mac/lines 3is still one of the finest two-player 
games around. 
PUBUSHER Codemasters • 01926 814132 

MOTORHEAD PCZff63*90% 

O With drop-dead graphics and a blistering frame rate, this is a 
ridiculously fast, fab-looking, intense racing experience. Add a great 
LAN-based option (Local Area Networit) and Motorliead is the ace of 
aroade racers. 
PUBUSHER Gremlin Interactive • 01 1 4 273 8601 

GRAND PRIX LEGENDS PCZ #69 • 90% 

O Papyros, the makers of NASCARand IndyCar. have put the danger 
back into Formula 1 . If you fancy a challenge and the chance to go 
back to the teams and drivers of 1967. then buy this. You'll need a 
steering wheel though. 
PUBUSHER Sierra •0118 920 91 00 



CONS 



INDYCAR 2 Cendanl^ PCZ #34 • 90% I I'M-UJ 

SCREAMER 2 Virgin •PCZ #45" 93% EIIinHI 

OESmUCTlOM DERBY 2 Psygnosis* PCZ #46 • 86% ril1-T.^^a 
IITTERSTfln 7B: HITRO RIDERS Aclivision^ PCZ #63 • 87% 
TOCA: TOURING CAR CHAMPWNSHiP Eun^ress • PCZ #59 • 86% 
ULnM@TE RACE PRO MicroProse • PCZ #62 • 88% I I'i-I'UI 
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UNKSLS PCZ#43*94% 

O The classic golf sim gets an update, and unsurprisingly it's fab. 
There's more options, luscious graphics, a redesigned menu and a 
view selection system. There's even a built-in upgrader for all the old 
data disk courses you splashed out on. 
PUBUSHER Eidos Interactive • 01 81 636 3000 

TIGERWOODSPGATOORGOIF PCZ #69* 93% 

O- Beautifully presented, as always, and sporting a speedy enhanced 
graphics engine, this latest in the PGA series also gets star 
endorsement by young Tiger Woods. Without question, this Is the 
best golf game yet. 
PUBUSHER EA Sports • 01753 549442 

NHL 99 PCZ #70 •92% 

O The problem with all ice hockey games is the confusion that 
ensues after each ruck. NHL 99is no different in that respect, but 
updated graphics, enhanced Al and spiffy presentation make this 
game a must for fans of the sport. 
PUBUSHER EA Sports • 01 753 549442 

PETE SAMPRAS TENNIS 97 PCZ #53 •32% 

O This game doesn't quite belter Super Tennis on the SNES, but it's 
as close as you'll get on the PC. The simple control system means ifs 
instantly playable, but we may as well tell you now that the women's 
skirts still don't fly up when they serva 
PUBUSHEBCodemasIers^ 01926 814132 

RFA99 PCZ#71^92% 

O Another biannual release from EA Sports that, as per usual, is better 
than the last. You'll have to think long and hard before shelling out 
another £40, but if you love footie it's well worth it for the best football 
game available for the PC. 
PUBUSHER EA Sports • 01753 549442 

SENSIDLE SOCCER 

EUROPEAN CLOD EDITION PCZ #69 • 90% 

O it's still top-down, and it's still simple, fast and fun. World Cup '98 
may be prettier, but it can only dream of being as instantly playable 
as Sensible Soccer European Club Edition. 
PUBUSHER GT Interactive • 01 71 258 3791 

VIRTUAL POOL 2 PCZ #58 • 90% 

O Okay, so Virtual Pool 2score(i one per cent less than its 
predecessor, but this follow-up beats it hands down. 3Dfx support 
goes some way to pushing the series further, and the inclusion of 
English Pub rules make it a more essential purchase than before. 
PUBUSHER Interplay - 01628 423666 

THE GOLF PRO PCZ #62 •90% 

O " you're bored with either PGA or Links, then this is the best of 
the 'mouse-swing' bunch. Good course design and some excellent 
tuition means there's loads of gameplay, though the putting lets it 
lown a tad. 
PUBUSHER Empire Inleracllve • 0181 343 7337 

ACTUA SOCCER 3 PCZ #72 • 89% 

O Although better than last year's effort, Actua Jfails to snatch the 
title from EA this time around. Mind you, with a good range of options 
and a huge range of teams to play against, this certainly has a longer 
shelf life than FIFA 
PUBUSHER Gremlin Interactive '0114 273 8601 



NBA LIVE 99 



PCZ#73^87% 

Being an EA Sports title, NBA Live 99\s, 
unsurprisingly, the best game in its field. If 

you're a Sprite-drinking hoop fan there's plenty here to justify the 

annual upgrade. If not you'll neither know nor care. 

PUBUSHER FA Sports "01753 5^9442 



entry; 




O There's always a swell of different sports game types 

depending on Hie current sporting season. Tliese are worth 

having a look at.. 

JIMMY WHFTFS 2: CUEBAU Wrgin Interactive • PCZ #68 • 88% 

MADDEN NFL 99 EA Sports • PCZ #71 • 87% 

TBIPLf PlAY 99 Electronic Arts • PCZ #64 • 90% 

TROPHY BASS 2 Cendant • PCZ #50 • 84% 



IIUIt1999#74PCZON£ 139 
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ALONE IN THE DARK 3 PCZ #21 • 95% 

O Better than the previous AITD Instalments, Alone 3'is a tense, 
ambient tale of Navajo Indian magic and reincarnation that unfolds in 
the usual AfW manner This Is now available as part of a compilation K 
budget pack. 
PUBUSHER intogrames • 0181 738 8199 

BIOFORGE KZtt25«95% 

O Futuristic Alone In The Dafk-st^\e game with Impressive graphics, 
puzzles and soundtrack, Often preferred over 4/7D games as its 
unique blend of arcade combat Is explosive. The only drag Is EA's 
refusal to make a sequel for it 
PUBUSHER Electronic Arts • 01 753 549442 

SYSTEM SHOCK PCZ #20 • 95% 

O Tfils futuristic first-person cyberpunk adventure from the makers 
of Ultima was initially overlooked by many people. Now available on 
budget, this Is a must-buy for those new to (he genre. The graphics 
might he a little dated, but the atmosphere Is still invigorating. 
PUBUSHER Electronic Arts - 01 753 549442 

DISCWORU) II PCZ #44 • 93% 

O Perfect Entertainment's immaculate sequel to D/scwor^c/ follows 
would-be wizard RIncewind in his search for the Grim Reaper. Not as 
hard as the first game, but bigger and better looking. Discworld II is a 
universally appealing adventure game. 
PUBUSHER PsvgnoSiS'0151 ^82 3000 

INDIANA JONES AND 

THEFATEOFATUWTIS PCZ#37*93% 

O Follow a poSl-Raiders Indy in his search for Hie submerged 
metropolis. Three ways to play make for a high replayabillty factor, 
and the inter-character banter is brilliant 
PUBUSHER l.uc3sArtsA/IE • 01 71 368 2255 

IDA 2: TWINSENS ODYSSEY PCZ#54«93% 

O Twinsen is back - this time to thwart those pesky Esmers In this 
sumptuous sequel. The huge play area in LBA 2, coupled with 
seamlessly linked puzzles, creates a great-ic»oklng and hugely 
atmospheric adventure. A must for adventure fans. 
PUBUSHER Electronic Arts • 01 753 549442 

SAM & MAX PCZ #11 •93% 

O The hilarious dog/rabbit duo's first and only PC outing, In which 
they need to solve a host of bizarre puzzles. An all-talkie adventure 
with a gag-laden script, this is an essential budget-priced purchase 
even if you're not a polnt-and-click fan, 
PUBUSHER LucasArlsA/IE • 01 71 368 3255 

THE CDRSE OF MONKEY ISUND PCZ #58 •92% 

O The third game in LucasArts' classic Afo/rtey saga delivers the 
goods big-time, much to the relief of adventure fans everywhere. 
The Curse Of Monkey Islandis the new benchmark for point-and- 
click adventure games. 
PUBUSHER VIE • 01 71 368 2255 

GRIM FANDANGO PCZ #71 • 90% 

O LucasArts not only do the best adventure games, but have also 
recently been doing the only adventure games worth buying. This 
latest has style written all over it, and hopefully signals a rosy future 
for fans of the genre. 
PUBUSHER LucasArts • 01 71 368 2255 

KINGS QUEST VIII: 

MASK OF ETERNITY PCZ #71 • 89% 

O To marit the genre's transition from point-and-click to a full 3D 
interface. Sierra's eighth King's iJues' adventure proves an engaging 
stopgap, even if It is a little too Americanised. Good but not great. 
PUBUSHER Sierra •0118 920 91 00 
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HIU THROm^ Virgin • PCZ #27 • 92% LH 
THE PANDORA DIRECTIVE Virgin - PCZ #43 • 
TOOHSTRUCK Virgin • PCZ #45 • 93% 



^I^T^ 



'92% 
GABRIEL KNIGHT 2: THE BEAST WITHIK Cendant • PCZ #36 • 










^&»' - '-iJt 



ULTIMA UNDERWORLD 2: 

U8YRINTH OF WORLDS PCZ #1 • 94% 

O This Improves on almost every aspect of Its prequel. The Stygian 
Abyss. You explore a complex, ever-evolving dungeon; it has 
unsurpassed atmosphere and interaction. 
PUBUSHER Ongin/EA - 01 753 549442 

FINAL FANTASY VII PCZ #68 •93% 

O Fearsomely addictive gem of a game of truly epic proportions. 
Great graphics, plenty of hidden surprises and massive levels will 
keep you totally absort)ed if you forgive the risible dialogue and 
turn-based combat. 
PUBUSHER Eidos interactive •0181 636 3000 

REALMS OF THE HAUNTING PCZ #47 • 93% 

O Although overlooked by many fans of the genre, our Mallo gave it a 
whopping 93 per cent when he reviewed it back in issue 47. Still well 
worth a look if you happen to see it going cheap. ROTH is a well cool 
mix of adventure and RPG. 
PUBUSHER Gremlin Interactive • 0114 273 8601 

LANDS OF LURE: 

GUARDIANS OF DESTINY PCZ #56 • 92% 

O Foi"' long vears in the making, Westwood Studios' mammoth new 
advenhjre proved more than worth ttie wait Sumptuous visuals and 
a tremendous atmosphere combine to make it an instant classic. 
PUBUSHER VIE • 01 71 368 2255 

ULTIMA VD PCZ #3 •89% 

O Arguably the best of all the Ultima games. Ultima VII blends 
character interaction and tiie exploration of the world of Britannia. 
The last Ultima series to give complete party control. Check out the 
Ulb'ma Collection for a real treat 
PUBUSHER Ongin/tA • 0! 753 549442 

DIABLO PCZ #48 •88% 

O standard hack 'n' slash fare, but pulled off with such style that 
it's addictive. A great storyline compensates for repetitive arcade 
combat and supremely detailed animation makes it a superb 
coffee-table game. 
PUBUSHER Zablac/Bli22ard ■ 01 626 332233 

TERRIS PCZ #44 •88% 

O A MUD In the oid-school style of text-based RPGs, but it's so 
addictive that we're still playing it. The various quests, puzzles and 
monsters will keep you going tor days. The gameplay is excellent, 
if you can handle the texty-ness'. 
PUBUSHER AOL • 0800 279 7444 

FALL0UT2 PCZ#71*86% 

O Does exactiy what it says on the tin.Twice as big as the original, 

but utilising the exact same engine. If you like the first game, you'll 

love this - not twice as much, but certainly for twee as long. A real 

life-sapper 

PUBUSHER Interplay • 01628 423666 



BALDUR S GATE PCZ #73 • 85% 

' With every developer 'going 3D', it's 
refreshing to find an old-school RPG that 
combines biaditional D&D role-playing with sumptuous 2D graphics. 
Intelligent and involving in equal measures. 
PUBUSHER liileiplay ■ 01 628 423666 



newentry: 



ULTIMA UNDERWORLD: 

THE STYGIAN ABYSS PRE-PC ZONE 

O This took role-playing games away trom first-peFson tile-based 
RPGs. Amazing architecture, witty characterisations, layers of 
storyline and the best ending of any game in history. 
PUBUSHER Origin/tA • 1 753 549442 



coNsini 



88% 



UTTIE BIG ADVENTURE Electronic Arts • PCZ #21 • 93% i''f>]-I'H^< 



O These are Ok cream ol the crofi, largely because RPGs have 
taken a back seat to otfier game types over ttie last couple of 
years. However, also bear In mind... 
DIABLO: HEURRE Cendant • PCZ #59 • 82% 
ULT1I«A COLLECTION Electronic Arls • PCZ #62 • 90% 
HAVENLOFT: STONE PROPHET Mindscape • PCZ #25 - 78% 
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SI 













SYNDICATE WARS PCZ 043 • 95% 

O One ot the best strategy games of all time gets a sequel, and what 
a fabulous sequel It Is too. Syndicate Wars houses a wealth ot 
Intricate levels, gorgeous graphics and enough gratuitous violence 
to keep anyone happy. 
PUBUSHER EA/Bulltrog • 01753M9442 

ItCOM 3: APOCALYPSE PCZ #52 • 95% 

O A revamped engine and a healthy helping of real-time combat 
nave brought the fantasbcally addictive X-COW series bang up to 
date. If you like your strategy games deep and meaningful, you 
should buy X-c:(7M 5 immediately. If II keep you busy for weeks. 
PUBUSHER MicroProse ■ 01 454 893893 

AGE OF EMPIRES PCZ #54 • 94% 

O Imagine Civilization Ifs great empire-building gameplay improved 
with some excellent graphical touches and comprehensive multi 
and single-player options (all In real time). That's Age Of Empires in 
a nutshell. 
PUBUSHER Microsoft • 0345 002000 

CHAMPIONSHIP MANAGER 3 PCZ #73 • 93% 

rilTny No fancy graphics, no sound and no online 
mJj I n I multiplayer options do nothing to hide the 

fact that Cl\43 is one of the most addictive games you'll ever play. 

Forty quid for a season ticket to nirvana? Bargain. 

PUBUSHER Eidos Inleraclivfi ■ 01 81 636 3000 

POPULOUS: THE BEGINNING PCZ #70 • 92% 

O The original Populous was the game that put Bullfrog Into orbit 
and made Peter Molyneux one of the biggest names in the industry. 
Now Peterless, the new Bullfrog team show Hiat they can do just as 
well without him. 
PUBUSHER Electronic Ms • 01 753 549442 

MAGIC & MAYHEM PCZ #70 • 92% 

O Based on the old Specbum game Chaos. A'-COAf creators Mytiios 
deliver a diverse and original fantasy strategy game. A strong single- 
player element and a manic multiplayer game make this a well- 
deserving classic. 
PUBUSHER Virgin • 01 71 368 2255 

TOTAL ANNIHILATION PCZ#56* 92% 

O With a ridiculous number of units and its fast-paced action, Total 
Annihilation is without doubt one of the best real-time strategy 
games ever. The polygon units are smooth, and multiplayer games 
are awesome. Pisses on Red/Vert. 
PUBUSHER GTInteracflve«0171 2583791 

SIMCITY 2000 PCZ #13 • 92% 

O A classic that deserves its reputation as one of the ali-time greats 
In the strategy world. Build and maintain the city of your dreams and 
cope with all the problems a real-life Mayor would come up against. 
It's a lot more fun than It sounds, trust us. 

PUBUSHER Maxis»0171 5051500 

THE SENTINEL RETURNS PCZ #66 • 90% 

©Twelve years on, the sequel to the 'classic' Amstrad and BBC 

Micro strategy-fest makes a welcome return. Some may find the 

gameplay a tad too repetitive, but it's compelling and tuns happily 

onaP133. 

PUBUSHER PsygnosIS • 0151 282 3000 

CIVIUZATION H PCZ #36 • 90% 

O Explore the world, conquer territories and research new 
technologies in one of the most successful strategy games ever 
Ifs not ttiat different to the first one, but it merits a '90s update and 
a place here. 
PUBUSHER MicroProse • 01454 893893 

WARLORDS III: DARKLORDS RISING Bro(lert]und • PCZ 1*67 • 90% 

OPERATIONAL ART OF WAR VOL 1 Empire - PCZ #68 - 92% 

COMMANDOS EiOOS Interactive • PCZ #66 • 87% 

DUNGEON KEEPER E lee Ironic Arts - PCZ #53 - 96% I'tTT-TJi 

MASTER OF ORION 2 MicroProse • PCZ «45 • 92% I I'l-I-^-krf 

COMMAND & CONQUER: RED ALERT VIE- PCZ #47 - 94% 

CAESAR III Sierra • PCZ #70 • 92% 

Ml TANK PLATOON II Micrc^rose • PCZ #63 - 90% 






v- 



FALCON 4.0 PCZ #72 •95% 

O After waiting literally years for this, the wait was worth it. With 3D- 
accelerated graphics and a dynamic campaign structure, Falcon 4.0 
can fly against the best of them - and win. One ot the best flight sims 
ever seen. 
PUBUSHER MicroProse • 01454 893893 

F-22 TOTAL AIR WAR PCZ #68 • 95% 

This full-price new version of DID's masterpiece is perhaps a bit 

01 a rip-oft for anyone who already owns F-22ADF, but those of you 
looking to buy one of the greatest combat sims of recent years 
^iwuld seriously consider this one, 

PltBUSHER Ocean/DID • 0161 832 6633 

FLIGHT SIM 98 PCZ #55 • 94% 

O Another year, and yet another flight sim to come from the mighty 
Microsoft. However, this time, with two new aircraft, a helicopter, 
hundreds of new airports and hugely impressive 30 acceleration, 
It's really worth having. 
PUBUSHER Micmsofl • 0345 002000 



APACHE HAVOC 



PCZ #73* 94% 



newentry: 



I Of the three main chopper sims available, 
tong/ww^is the one It you're a hard-core 
sim head, Team Apache if your preference is the other way, and 
Apache Havoc straddles the gap. And the graphics are to die for, 
PUBUSHER Empire Interactive • Ol 81 343 7337 

L0NGR0W2 PCZ #59 •92% 

O "Longbow 2\s challenging, beautiful, exciting and fun - if you're 
3Dfx'd up," we said In our review. If you don't have any e)rtra graptiics 
hardware, there's only one thing to do - Uiink 'upgrade', 'upgrade' 
[ind 'upgrade'. It'll be worth the Investment. 
PUBUSHER EleclrcnicAits • 01 753 549442 

JANrSF-15 PCZ#64*92% 

O A ham-core propeller-head's sim that can stand alongside the 
awesome Longbow 2as one of the most realistic flight sims 
available. Newbiss to the genre might find it a bit overwhelming, 
but it's worth persevering with. 
PUBUSHER Electronic Arts • 01 753 549442 

FLYING CORPS GOLD PCZ #59 • 92% 

O Action-packed WWI flight simulation with neato graphics, Some of 
you may recall fled Baronas one of the greatest WWI flight sims ever 
- this improves on the old classic to become the best PC WW1 sim 
currently available. 
PUBUSHER Empire Interactive • 01 81 343 7337 

A-10CURA! PCZ#59^90% 

O Funchonal graphics for a game that really does capture the 
imagination, mainly because the plane is an absolute joy to fly. 
Although It's slightly limited due to a lack of a fully-fledged campaign 
it'F; still great fun, as well as being pretty speedy on a modest Pentium. 
PUBUSHER Aclivision • 01895456700 

JANE^ WORLD WAR II FIGHTERS PCZ #72 • 90% 

O It's been a fierce dogfight to see who rules the WWII flight sim 
skies. Jane's combines realism with accessibility and ease, and 
although the game doesn't have a dynamic campaign feature its 
graphics make it a clear winner. 
PUBUSHER Electronic Arts • 01 753 549442 

FLIGHT UNLIMFTED II PCZ #60 • 84% 

O It can't really compete with the behemoth that Is Flight Sim 98, 
^nd as a result is somewhat limited and claustrophobic. However, it 
does score highly for being more detailed In its smaller area, and 
much more fun. 
PUBUSHER Eidos Inleraclive • 01 81 636 3000 



H a fligtit sim is good, you can bet it'll stay on the Selves for 
a long time - hence our recommenctatlon for Jetftghter IIL Some 

01 the more recent releases worth considering Include,.. 
AIR WARRIOR IH Interactive Magic • PCZ #62 • 80% 

F-ie AGGRESSOR Virgin • PCZ #70 > 92% 
COMANCHE GOLD NovaLogiC • PCZ H65 • 87% 
F/A-18 KOREA Empire Inleraclive • PCZ #61 • 90% 
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The eagerly awaited 
Alpha Centauri tops 
the bill this month, 
as well as demos of 
Kings Quest VlUam^ 
Resident Evil 2 



O WORDS Mark Hill DISKMEISTER Daniel Emery 



CD trouble? Don't worry - 
phone our helpline and sort 
yourself out, prontol 



CD-ROM HELP Phone ABT on 01708 
250250 or pczone@abt-neL demon. 
co.uk Ariy weekday between 9:30am 
and 5pm, and Saturday from 1 0am to 
2pm. (Please do not phone the PC ZONE 
office. Thanks.) 

BEFORE YOU DIAL... rt you are 
calling either helpline, then please 
take note of the following points: 

O If possible, have your PC operating 
and neat to the phwie when you call. 
O If tf^is is not possible, note down all 
relevanl inlorniation - ie system type, 
sound canj, FtftM etc - plus the nature 
of the fault. 

O Make sure you have a pen and paper 
to hand when you call to jot down the 
relevant info. 




msM 




O You'll need at least a Pentium 133 with 16Mb RAM to run the software on 

this month's CD-ROM. 

O Many of the programs on our cover CD-ROM are designed to run under 

Windows 95 and, as a result some of them may require a Pentium 166 with 

32Mb RAM to run satisfactorily. Please note that some games also require a 

3D accelerator card to run. 

O Use the browser and menu system to see which demos are Windows 95, 

DOS and 3D accelerator only. 




KING'S QUEST Ylli: 
MASK OF ETERNITY 

Siem 

Tfie latest In ttie successhil King's Quest series throws away the traditional adventure format in 
favour of a Tomb Raider-stile ttiird-person perspective. But you won't find Lara faldng a 
Shakespearean accent and slaying dragons like the hero of Mask Ot Eternity... yet 



Controls: 


Keyboard 


CURSORS 


Forward/back/left/right 


EHD 


Walk/mn 


IN»RT 


Jump 


DELETE 


Switch weapon 


HOME 


Centre camera 


TAB 


Map 
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SHIFT Modify action 

CTRL Toggle cursor 

ALT Put away weapon 

SPACE Open/close interface 

Mouse Camera view/action 

F1 Online help 




SID MEIER'S 
ALPHA CENTAURI 

Firaxis/EA 

Civilization II {PCZtt70,W%)k 
still regarded by many as ttie 
greatest strategy game ever, so 
IPs not surprtsing that the antval 
of SM Meier^ new game has 
been so eagerly awaited. The 
demo has a 100-tum single- 
player game, with ttie chance to 
bulM ten bases and research 
technology up to level fiva 
[Alpha Centauriis reviewed on 
page 72.) 

Controls: Mouse 




REDGUARD 

Bethesda Softworlts/Virgfn 
From the makers of DaggertaH 
comes this 3D-card-only 
swashbuckling adventure. This 
demo doesn't let you into any 
of the buildings, but you can 
talk to all the characters In ttw 
city and kill as many guards as 
you like - which is always a 
bonus. 
Controls: Keytxiard/gamepad 
Up/down Forward/back 
Left/right Turn left/right 
CTRL Use item/attack with 
sword/speak 
ALT Defend with swonJ 
SPACE Jump 
TAB Walk toggle 
S Draw/sheathe sword 
I Inventory 
L Logbook 
F7 Auto-delend mode on/off 



REQUIEM: 
AVENGING ANGEL 


^^^V^^^^^^^H 


^r T^^^^^H^S 


3110/UblSoft 




tf you thought being an angel 


L ^^Mi nWW 


was all about playing a lyre on 


^^l^^^^^^^^!^^3i 


a fluffy cloud, wake up and 


^^^^^^^^^^^^^^^ 


smell the sulphur. To save the 


REDLINE 


world from some rebellious 


Accolade/EA 


angels you have to use magic 


This multipiayer-only «y>ss 


powers, heavenly machine 


between Carmageddon and 


guns and a 3D card. 


Ouate takes you to a futuristic 


Controls: Mouse/keyboard 


uiiun waiTone to run, race, 


E Forward 


shoot and crash. You need a 3D 


D Back 


card to find out If It plays as 


S Left 


good as it sounds. 


F Right 


Controls: Keyl»ard/mouse/ 


SPACE Jump 


gamepad 


Mouse Look 


UP Forward/accelerate 


Lett mouse button Fire 


DOWN Backward/brake 


A Power/ weapons 


LEFT/HKHT Turn left/right 


menu 


.and. Strafe left/right, fim 


T Cycle powers 


left/right side 


W Cycle weapons 


SPACE Jump/parking brake 



ON THE Cn 



S 




CIHL 


Fire 


TAB 


Change weapon 


A 


Lookup 


Z 


Look down 


+/- 


Sniper zoom 


F5 


Gun/dashboard on/off 


INSERT 


Look left 


PGUP 


Look right 


HOME 


Look behind 


DEL£TE 


Exit vehicle 


F1-F3 


Camera modes 



E End Turn 
+/- Change game speed 
I Intelligence report 




TONIC TROUBLE 

UbiSoft 

Aimed at the nHire console- 
minded among you, Tonic 
IhHible has you gliding down a 
snowy course at breaknedt 
speed in this 3D platfomier 
while attempting to get as 
many power-ups as posslbia 
And yes, you do need a 3D 
card. 

Controls: Keyboard/gamepad 
A Jump 
SPACE Fire 

LERSHIR nun 

LEHCTRL Action 




LORDS OF IMAGIC 
SPECIAL EDITION 

Sierra 

The Special Edition fixes some 
bugs and includes a whole new 
campaign for the magical 
strategy game. This demo lets 
you choose between playing as 
a warrior or a mage. 

Controls: Mouse/keyboard 

A Attack 

D Defend 




MADDEN NFL 99 

EA Sports 

The graphics get better and 
better with esch instalment of 
Madden, but the rules remain 
the same. For those who 
understand ttiem, here is the 
latest version. The controls 
change depending on which 
position you're in, Just to make 
things that much easier. 
Controls: Keyboard/gamepad 

S Dive 

D Pass/speed 

F Fake snap/spin/power 
tackle 

E Jump/hurdle 

W Left arm 

R Right arm 




RESIDENT EVIL 2 



Capcom/Virgin 



Get ready to fight off hungry zombies as this PlayStation hit Anally comes to the PC. You'll need a 3D 
card and fast reflexes if you want to avoid your brain turning into souffle. Waming: if you are under 1 5 
years of age, don't play this game. You might became psychotic and end up stabbing peopla 



Controls: Keyboard/gamepad 
UP/DOWN Walk forwards/back 
L£R/RIGKT Turn left/right 
X Heady weapon 
C Action 




A Map 

Z Menu 

V Cancel 

F9 Exit 



STAR WARS: 
ROGUE 
SQUADRON 3D 

LucasArts 

Climb into your X-WIng and live 
out your childhood Star Wars 
fantasies - the ones that didn't 
Invohre Princess Leia and a 
dirty weekend on Endor, that Is. 
May the Force and a 3D card be 
with you in this one-mission 
demo. 



Controls: Joystick/keyboard/mouse 

UP/DOWN Pitcb up/down 

LEFT/RIGHT Tum Left/right 

SPACE Fire primary weapon 

ALT Fire secondary weapon 

W Accelerate 

S Brake 

E Roll craft 

F Open and close S-foils 

ESC Pause 

F1-F5 Cameras 1-5 

F8 Toggle cockpit view 

Z Drop camera 



9 It's Star Wars, 

what are you waiting 

for? 




MAR 1999 074 PCZONE 143 



fm ON THE cn 




ASGHAN 



Grolier Interactive 



The shadow of Tomb Raider toams again, this Ume putting you 
in the place of a muscular barfurian in a land of fantasy. Use 
your sword to cut your enemies to bits, or kill them with a well- 
placed crossbow arrow. And don't forget your magic spells. 



Controls: Keyboard 
UP Run forwards 
DOWN Jump backwards 
Lin/RIGKT Tum left/right 
DELETE Sidestep left 
PGDN Sideslep right 

ALT Jump 
SHIFT WalK/swim 
SPACE Pick up/hoid/use 
CTRL Combat moves 



CTRL+SHin Advanced combat 
moves 

RIGHT MOUSE Toggle crossbow 
BUTTON mode 
L£FT MOUSE Fire arrow 

BirrroH 

Fl Cast spell 
TAB Inventory 
ESC Main menu 




Viper Racing: the road Is all yours. It only you had some wheels. 



VIPER RACING 

Sierra 

If you like your cars fast, look 
no further than the Dodge 
Viper. This demo gives you the 
chance of getting behind the 
wheel of one of these beasts 
and crashing as often as you 



like. Then you can select 
manual gears and do some 
rea/ driving. 

Controls: Keyboard/gamepad 
UP/DOWN Accelerate/brake 
LEFT/RIGHT Steer left/right 
R Reverse 
C Clutch 



A Upshift 

Z Downshift 

E E- brake 

H Horn 

Fl-Fll Camera controls 

1 Toggle overiay 

PGUP Next driver 

PGOH Previous driver 




Here's a glimpse at some of the added extras we've got for you 
on this month's free PC ZONE CD 



Cheat OMatic 

Automatic cheat program for any DOS- or 
Windows-based game. 

DirectX 6.0 for Windows 35/98 

Essential drivers lor most Windows 95/98 
games. 

EzDesk 1.8 

Saves the position of your desktop 
shortcuts and folders. 

HieView2.1 

Hex/ASCII viewer for tjinary files. 

GameWiiard3Z 

Enables you to enhance the features of the 
game as well as the speed. 

GameHack 

Modify the properties of some your 
favourite games. 



HyperSnap-DX 3.21.00 

Screen-capture utility, even in 
DirectX/Direct3D or 3Dfx Glide modes. 

SciTech Display Doctor v6.53 

The latest release of the universal graphics 
card utility. 

UHS Reader for Windows 95 

Provides an alternative way of getting help 
if you get stuck in a game. 

Universal Game Editor 

A program specifically designed for editing 
saved game files. 

WinZip7.0 

Windows and NT version of WinZip, 

Ameol v2.50 

Brand new software for the excellent online 
service that is CIX. 



Kaii951.61 

Latest version of the client software for 
playing games over the Internet 

TimeOniinevl.lOe 

Simple and effective utility to track your 
Net time. 

GetRight 3.3.1 

Salvage broken downloads and more. 

mlRC5.4 

Latest version of the Internet Relay Chat 
software. 

CompuServe 2.6a 

Try CompuServe free for one montti and get 

on the Internet. 

GameSpy2.05 

Finds all the fastest servers playing your 
favourite games. 

ClaraNET 

Sign up files for ClaraNET. Requires IE4. 



EXTENDED PLAY 

TOCA TOURING CAR CHAMPIONSHIP 

If you want to drive the latest models of 
your favourite cars, you don't have to wait 
for the sequel. We've got mods of updated 
cars, the official Codemasters update patch 
and an editor. Turn to page 1 48 for more 
details. 

X-WINGVSTIE-nGHTIR 

Breathe new life into your Star Wars 
collection with 1 8 new missions for this 
fantastic space combat sim. Whether it's 
the Dark Side that tickles your fancy or 
those goodie-two-shoes Rebels, you can 
find plenty to do here. 

HALF-UFE 

We won't bore you all over again with 
details of how Half-Life changed the 
face of 3D shooters with the most involving 
story and most compelling gameplay ever, 
we'll just point you in the direction of these 
26 new deathmatch maps and hope you 
enjoy them. 
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Free 30 day trial. No start up fee. No obligation. 

Free lifetime e-mail via the web. 

Free cottnection software for PC and Mao. 

Live technical support at local call rate, 24 hours a day, 365 days a year. 

ClaraNET is the UK's largest independent iSP 
offering the widest choice for home 
and business users. 



No one comes close. 
What are you waiting for? 



CiaraNET 

08003582828 



@ your service. 



InfoOclara.Hftt 



www.8lapa.iitt 



RS ON THE CI) 




Here's all the other stuff from this issue we couldn't fit anywhere else 



Unreal: Fusion Map Pack 

A collection of six Unreal 
deathmatch maps, available 
as a free release from Epic 
Megagames. 

Tips & Solutions 

Solutions for every game we've 
ever run a walkthrough for, 
including cheats and hacks for 
the latest and the greatest. 

Fonnula Sprint Driver 

At the request of one Watchdog 
letter-writer (check out page 



1 36), the latest Win 9.x driver for 
the Formula Sprint steering 
wheel. 

DX-Ball2 

As featured in Online (page 28), 
ttie follow-up to the great 
/Wrano/d clone. 

Championship 
Manager 2 Update 

If you haven't got hold of CMS 
yet, keep your old version up to 
date with this data file that 
includes all the latest transfers 



and statistics. Remember: this 
update overwrites your current 
savegame files, so beware. 

Wireplay 

All the classics on Wireplay: 
Backgammon, Fox & Geese, 
Draughts, Chess, Black Maria, 
Cribbage and M.U.D. 2, plus the 
latest version of the Client 
software, of course. 

Multipath Movies 

The worid's first interactive 
movie comes to a PC near you! 



Don't miss out on all the new patches that have been released 



nUNE 2000 1.06 

Better ladder tracking, ten new 
multiplayer maps, three new 
units and two new tile sets. 

FRONT OFFICE FOOTBALL 1.0c 

Trading Al improved, Endurance 
ratings added, and Run block 
ratings added. 

HUf-UFEv1.0.0.5to 
v1. 0.0.8 patch 

New multiplayer maps and 
models, and improved bandwidth 
and latency utilisation. Essential. 

HALF-irFE PowerVR driver 

Play Halt-LifemVt\ super-sexy 
graphics on your PowerVR card. 

HERETIC U 1.01 

Fixes a problem found with 
certain joysticks and gamepads. 

KKND H (multiplayer update) 

Improved network play now 
available! 



POPULOUS iill.OI 

Fixes the shamen/balloon 
problem, Max Building problem 
resolved and more! 

RULR0ADTYC00NM1.O3 

(European reiease) 

Addresses the AWE 64 and some 

graphical glitches found. 

RETURN HREil 1.1 

Includes the official patch to RFII, 
and two maps. 

RETURNTOKROHDOR 1.00.6 

Fixes crashes. Boot to disk and 
some Direct Sound-related 
issues. 

SH0G02.0toZ.1 

Support for 50-1- levels, fixes 
cheat crash, memory leak fix and 

much more. 

STUICRAFT1.04 

Compatibility with Brood War, 
Stim PackyFirebats slow-fire 



corrected, Air Unit movement 
corrected. 

THE GOLF PRO 2.01 

Bug fixes, tweaks and 

improvements from Empire 
Interactive. 

UNREAL (shadows patch for 
Creative Labs GB TNT) 

Fixes bug found when playing 
i/orea/with Creative Labs' GB 
TNT card. 

VIGIIANCE1.1 

Fixes Memory, Start/End game 
glitch and improved HEATnet 
gameplay. 

WARGASM 

Fixes a known DVD and PCI 
sound card problems. 

WORLD WAR II HGHTERS 1.05 

Improved multiplayer 
respawning, switch from POV 
hat, mid-air collisions etc. 




MYTH II: 
SOULBLIGHTER 

6ungie/GT Interactive 

Myth was a flawed classic that brought a third dimension to the 
strategy genre. This long-awaited sequel shows you whether 
Bungie have got it right this time, and includes a tutorial to talk 
you through all the basics. Then you can start assautting villages 
with your army of dwarves, mages and archers. (Myth II: 
Soulbllghta-is reviewed on page 80.) 



Controls: Keytuard/mouse 
W Fonward 
S Back 
Z Move left 
X Move right 
A Turn left 
D Turn right 
Q Orbit left 
E Orbit rigtit 
C Zoom in 
V Zoom out 
F Rotate preset 
SPACE Stop units 
RETURN Select all 
DELETE Clear preset 



ALT Set preset 
H Cenb-e selection 
B Scatter units 
R Reb^at units 
CTRL Attack ground 
T Special ability 
N Rename units 

Y Chat message 

V Detacti units 
G Guard units 

TAB Overiieadmap 
ESC Pause game 
U Taunt 

> Rotate units right 
< Rotate units left 
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i| Get this: close to 30 new maps for Half-Lifej loads of new 
campaigns for X-Wing Vs TIB Fighter, and the 1 998 cars for 
TOCA: Touring Car Championship. Suit you, sir? 

O WORDS Phil Wand 




TRY IT YOURSELF 



On this month's cover CD 
we've got all the official 
patches, bug fixes, utilities 
, |1. t'i J and map eclitofs we could 
find, inciuding all the ones mentioned in 
these pages. To track them down, use the 
CD browser to go to the Patches section. 
All the patches are listed with a brief 
description and any relevant 
documentation, MM sure you read any 
associated README files for informaCon 
on how to install individual patches. For 
further help, turn to our CD pages, starting 
on page 1 42. 



^Many of the i7oom 
zniSiDulteNulcem 
fans who 
obstinately 
refused to play 
^i/^JIre because it 
was too brown, too 
murky, too alien or 
because they just 
didn't like it are 
now clamouring to 
p\dY HalfUfg^ 



HALF-LIFE 

Maps galore for the best 
first-person shooter yet 

I There's no doubt that 

Half-Life (PCZtt7-\. 

95%) is destined to 

1 ,iii ^: 1 become as big as 
anything iD have ever done. Many 
of the Doom and Duke Nukem 
fans who obstinately refused to 
play Quake because it was too 
brown, too murky, too alien or 
because they just didn't like it 
(and I include myself among 
them) are now clamouring to play 
Half-Life. And where they were 
once extolling the virtues of 
Doom, they are now waxing 
lyrical about Valve's new toy. 
TTie Internet is already swelling 
witti custom files, some of which 
are presented here. Simply drop 
the BSP files into your \Halt- 
Life\valve\maps\ directory, and 
ttiose new maps show up when 
you go to spawn a multiplayer 
game, Dead simple, really. 
OUTER HOURS 
(AFTERHRS.ZIP) Darkness 
descends upon an office building 
hidden deep within a secret 
government facility. Deathmatch 
tor 2-6 players. 
OMIUTUtY ARCHIVES 
(ARCHI\/ES.ZIP)I\ remake of the 
Military Archives level from 
GoWenfye on the N64. 
Deathmatch for 2-6 players. 

O BAHLEFIELn (BFIELD.ZIP) 
A small l)attlefield with hills, 
bunkers, a turret and lots of 
carnage, A bit sluggish, but good 



EXTENDED PLAY FAVOURITES 



if your machine can keep up, 

Deathmatch for 4-8 players. ^^ ^^ ^^^^ ^^ ^^ ^^ ^^ ^^^ websttes? Look no further - 

OUNDERGROUNDBUNKER we've done the sea«*.ng h.r you 

CBUMffi-Z/P^ Built to look like a 

military bunker, this map works Hall-UtB^iUp://helelgeuse.usp,riet/ 

best with four or more players. sierra's Halt-Ulfl site www,sierrastudios com/games/half-life/ 

f'Cfi/IlW.Of.Z/P) Provides a number LucasArts'X-WlngVs tie site www.lucasarts.com/static/wt/xvtframes2,htm 

of ventilation ducts to crawl jqca; Touring Car CliampiDnship www.tpjones.bemon.co.ultflocaug.htni 

through, plus plenty of areas T™^."""! Z~~ ', 

^ '*^ ^ '_, _, CotonastBre' TOCA sttewvw.touringcar.com/ 

from which to crouch down and _ 

snipe at passers by. Deathmatch 

for 2-8 players. downloads in no time. tacticians, this map provides 

O DMZARENA (DMZARENA.ZIP) Deathmatch for 4-8 players. plenty of cover for campers and 

A rugged terrain with deathmatch O KRHLDMOl (KRHLDM01.ZIP) some nice design touches. 

starts at the far end of the area. An abandoned 23rd century. . . Deathmatch for 2-6 players. 

Small bunkers provide cover. chocolate factory? Why is a O SPEED MQERIUS 

Deathmatch for 2-8 players. chocolate factory littered with (M0EBIUS2.ZiP) Same as above, 

O FACEOFF (FACEOFEZIP) Small, heavy weaponry? You'll have to but designed specifically for 

quick, and really designed for play it to find out. Deathmatch for snappy, lag-free Internet play. No 

close combat only, Excellent fun 2-6 players. transparent textures or glass. 

for small networks. Two-player O KRHU)M02 (KRHLDM02.ZIP} Shame about the file size. 

deathmatch. An open arena. Needs a Pentium Deathmatch for 2-6 players. 

O SWEET FAREWELL II and 3Dfx to work well, but O MOOG (M006.ZIP) Indoors and 

(FAREWELL.ZIP)fii conversion of excellent fun nonetheless. on the dark side - so crank up 

an existing Quake II map that flies Recommended, in fact. that gamma before you start. 

best when played with a full load. Deathmatch for 2-6 players. Special emphasis on quick 

Deathmatch for 4-8 players. O THE PULPIT (LRDM1.ZIP) On Internet play - map objects 

O THE GARDEN (GABDEN.ZlP)k\ the creaky side and a bit dark (the known to cause higher pings have 

interpretation of a space station, author admits it hasn't been fully been specifically avoided. 

complete with a laboratory, playtested), but quite quick and Deathmatch for 2-6 players. 

offices and so on. You'll need a could be good with lots of players. O OUTPOST (OUTPOST.ZIP) Lots 

torch to explore the tortuous (and Deathmatch for 2-8 players. of open air. leading to lots of pistol 

extremely dark) network of O MANHUNT (MANHUNT.ZIP) fights with the protagonists 

ventilation shafts. Deathmatch A Half-Life adaptation of an standing 300 yards apart. TTie 

for 2-1 2 players. existing Quake //level of the same author notes that there are 

O filBEM* All (GIBEMML.ZIP) name. Atmospheric, and more specific places for hip wires - 

Quick, slick and really rather suited to larger groups of players. aka 'coward bombs'. Deathmatch 

frantic. Good for Internet play, as a Deathmatch for 4-12 players. for 2-8 players. 

PI 33 chugs along just fine, and O THE MOEBIUS HUB O PIPEWORKS (PIPES.ZIP) 

the core BSP file is small and (fvfOEBIUS.ZIP) Designed for Fantastic map, visually stunning, 



A camper gets his 
come-uppance... 




EXTENDED PLAY 




and complete with custom 
textures. TTie downside is that it 
can get awfully slow in places 
(especially from high up in the 
watchtower) and it's on the large 
side - so LAN play only. 
Deathmatch (or 2-1 6 players. 
O PZMALICE (PZMALICE.2IP) 
A medium-sizect map that sees 
you running around inside some 
sort of warehouse. Reasonably 
quick, and a good central area. 
Deathmatch for 2-6 players. 



contemplate playing it. 
Deathmatch for 8-12 players. 
O THE BLOCK (JBLOCK.ZIP) 
Urban combat level, with nine 
buildings set in a city square. 
Reminiscent of an original 
Doomvl map. Deathmatch for 
4-6 players. 
O THE DAM MAP 
(THEDAM_ ro/v/.Z/p; Similar to 
Faceoff in that it has been 
designed specifically for one-on- 
one play. Includes two large dams 



^Despite being a bit of a handful to control, 
TOCM Touring Car Championship'is still one 
of the more popular drives^ 



O SANDS OF SORROW 

fSANDS.ZIP) Canyon area with the 
odd cactus. Large open arena 
requires beefy computers. Not 
that good for Internet play 
Deathmatch for 4-8 players. 
O SWIMMING (SWIMMINCZtP) 
Set in a shipping depot. The Half- 
LitelieX community is raving 
about this map, but we don't think 
it's much cop, especially as it 
requires a 400MH2 engine and 
Voodoo2 before you can even 



with a dried-up river separating 
them. Very quick, even on low- 
spec machines. Two-player 
deathmatch. 

O THE VAT (THEVAT.ZIP) One of 
the first Half-Life multiplayer 
maps to appear, The Vat is 
actually quite good, with a superb 
central gantry area and 
mezzanine walkways. 
Deathmatch for 2-8 players. 
OWHACK-A-MOLE 
(WHAKAMOLE.ZIP) Despite the 



silly name, this map proved the 
most popular of all the 
deathmatch levels here. Great 
central area, simple and easy to 
navigate, with supert} object and 
weapon placement, Enough to 
keep three or more people busy 
for hours. Recommended. 
Deathmatch for 2-6 players. 

TOCA: TOURING CAR 
CHAMPIONSHIP 

O Editor and new car sets 
for TOCA 

Despite being a bit of 
a handful to control, 
TOCA: Touring Car 
Ctiampionsliip [PCZ 
#59, 86%) is still one of the more 
popular drives. It's recently been 
back in the news because of an 
upcoming sequel (already 
available for some months on the 
PlayStation). So, with everyone 
getting interested again, here are 
some tools and updates for the 
old game. 

O TOCA EDITOR (TEDITZIP) 
A little gem that enables you to 
import, export and view the 
various graphical data files from 
inside TOCA: Touring Car 




Ctiampionsfiip. Please remember 
that, like many game-editing 
packages, it's both unsupported 
and unofficial. It also assumes 
you're using the infamous FakeCD 
utility to run the game - that's 
how you get the editable files on 
to your hard disk in the first place. 
To use, open up one of the game's 
.BFP files and you see a standard 
Windows 'treeview' appear 
showing all relevant data objects. 
Importing a bitmap is easy- TEdit 
even adjusts the length of your 
file to suit ttie game. Exporting 
enables you to save an editable 
bitmap, which you should not 
rename, as rfd// requires it 



should you need to import it back 
again. Viewing opens up your 
default picture viewer 
OOPDATEDCARSETS 

(98XX)00a.ZIP)fi. group ot 
archives with the latest versions 
of some of the cars, complete 
with new decals and colours. 
Follow the instructions that come 
with each file: you need TEditto 
help you import the new graphics. 
O TOCA vl.1 PATCH 
(PATCHEFG.EXE)lhe omm\ 
Codemasters patch that improves 
network play, graphics card 
and joystick support. Most 
importantly, it allows you to 
shut the commentator up. \^ 





X-WING VS TIE FIGHTER 

O New missions to keep Star Warsians happy 

Following on from last month's look at X-Wing Vs TIE 

Fighter utilities, we've now got a bunch of top-rated 

missions for you to get your teeth into. Do remember 

to check the documentation that accompanies each 

file, as each mission has a different installation. Note that some 

require you to have the Balance W Power add-on pack. 




O AFTERMATH AT ENDOR 

(AENDOR.ZIP) The Death Star has 
been destroyed and the Empire 
is on its knees. A few remaining 
Imperial forces refuse to accept 
defeat, and it's your job to either 
help them or kill them. 
O BOTHAN (BOTHAN.ZIP) 
A dangerous Rebel Alliance 
mission in Bothan Space. Several 
different missions are supplied. 
Don't try playing as Imperial, it 
won't work. 
O BOTHAN H (B0THAN2.ZIP) 



This mission follows on from the 
original instalment, with the 
Bothans now firmly in support of 
the Alliance. A captured Imperial 
base reveals new TIE Defender 
craft, and you're now given 
the chance to fly as Executive 
Officer of your squadron. Now 
more involving and considerably 
more difficult. 

O BSP'S STAND (BSP1.ZIP) Puts 
you and six other wingmen in the 
middle of a frantic battle against 
the Empire. Vl/atch out for the 



cavalry in the form of a fleet of 
A-Wlngs and Han Solo in an old 
YT-1 400. You can also jump into 
a TIE Fighter and play as the 
other side. 
OINTERDICTOR 
HEARTHONGER (BWPRO.ZIP) 
Prototype B-Wings have been 
pulled out of hyperspace by the 
Interdictor Hearthunger. Very 
simple, not too long, and just the 
right level of difficulty. 
Recommended. 
ORAIDONTHECAUMARI 
(CALAIVIARI.ZIP) Sees the Rebel 
Alliance fighting off two Victory 
Star Destroyers, both intent on 
wiping out ttie Calamari Cruiser 
ORAIDONADISABLIDSTAR 
DESTROYER (CAPISD.ZIP) Puts 
you in Imperial shoes - slinky 
numbers that make a satisfying 
'click' on mezzanine floors - 
defending a captured Star 
Destroyer from Rebel Alliance. 
O ESCORT THE CARTAGAR 
(CARTAG10.ZIP)A total of nine 
co-operative Imperial missions, 
set just after the embarrassing 
defeat at Endor. You and other 
remaining forces have been 
summoned to Coruscant, and 
it's your job to climb aboard a 
gunboat and protect the Victor 
Star Destroyer Cartagar. 
Recommended. 
O BAHLE FOR COROSCANT 
(COR.ZIP) Starts two years after 
the Battle of Endor, and again is 
centred around the Coruscant 



Imperial stronghold. With a new 
Rogue Squadron advancing on 
the planet, a punch-up is certain. 
ODEFENDEBWING 
(DEFENDERWiNG.ZIP)A. series of 
multiplayer missions that begin 
immediately after the Empire's 
arrival on the ice planet of Hoth, 
and follows a group of B-Vt/ing 
pilots called Defender Wing. For 
Balance Of Power owners only. 
O ADVANCED DOGFIGHT 
TBAININGCODRSE 
(DOGTRAIN.ZIP) Designed for two 
players, one representing the 
Rebel Alliance and the other the 
Empire. The object is to destroy 
your opponent. The only trouble 
is that you enter the arena 
unarmed. For masochists only. 
O ESCAPE FROM VAU ZERO 
(ESCAPEVO.ZIP)A series of four 
missions that follow a group of 
escaped prisoners - Rebel pilots 
who have stolen a Muurian 
transport vessel and several 
TIE Advanceds - as they return 
to tjase. 

O RETURN OF THE EMPIRE 
(mPl^iSSIlP) Sees the Empire 
taking delivery of new TIE 
Defender craft and missile boats. 
With the Super Star Destroyer 
Tyrant at your command, go and 
kick the crap out of anything that 
looks even remotely rebellious. 
Good fun. 

O THE IMPERIAL BETRAYAL 
HATTIE ('WP„ TIB1 1.ZIP) Eight 
new missions that follow the 



Empire's bid to track down a 
conspiracy by a group of high- 
ranking officers. 
O NIGHT STALKER PIRATES 
(SURVIVAL.ZIP)Thetim 
Stalkers are barely surviving 
under a tough Imperial regime. 
This mission chronicles their bid 
to outwit the Empire and rival 
pirates. 

O NEW REPUBUC TALON 
SQUADRON (TALONMISS.ZIP) 
Follows an elite New Republic 
A-Wing squadron that consists 
entirely of Jedi pilots. The 
squadron's mission is to stop 
the Galactic Empire from 
intimidating peaceful areas of 
the galaxy. 

O THE DIUTURNAL ORDER 
(TDOFULLZIP)A sequence of 
missions that track a squadron 
of breakaway pilots from the 
Rebel Alliance. Stealing fighters, 
provisions and assault craft, they 
set up as mercenaries and 
disappear off into the distance. 
OBAHLEONTHEBIM 
aOUR6_BOPZIP)lhe Rebels are 
based on Hoth and are again 
fending off the evil advances of 
the Galactic Empire. Not bad for 
a quick blast. 
OTHEVAUANTSTAU 
(7W:z/P; Provides 19 new 
multiplayer missions that tell the 
story of the Rebel Alliance after 
the Battle of Endor. Lots of action 
and lots of capital ships. 
Recommended. 
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This month's hottest news on Wireplay, the UK's number one 
Wi re D I a V o"'*"^ gaming network 

The gam« netvwrfc from BT O WEIRD Wanen ChriSmaS 



TAKE US ON! 

HALF-LIFE - WEDNESDAY 10 MARCH 




Play the PC ZONE posse and win two 
Diamond Voodoo2 12Mb 3D accelerators or 
one.of 50 special edition Ma/M/fe T-shirts 



Some are calling it the game of 1998, the game of the 
decade, and the best Quake clone ever. Some even 
say it's better than sex (only very stupid people, 
mind). But are you any good at it (er, Half-Life, that is)? 

Well hey, now you can find out in the inaugural PC ZONE 
versus reader non-celebrity deathmatch. Just log on to 
Wireplay's Half-Life servers any time from 6pm-9pm on 
Wednesday 10 March. We'll be around v/aiting with our 
crowbars. Oh, yes. 

Haven't tried Wireplay yet? Then see the What Is Wireplay? 
panel on the right. You'll find all the software you need (apart 
from a full copy of Half-Life, of course) on this month's coverXD. 

The best player on the night will win both 12Mb Voodoo2 boards 
on offer courtesy of Diamond Multimedia, giving one lucky punter what's 
generally regarded as the best kick-ass 3D acceleration option around. And 




thanks to those nice people at Sierra, we've also got 50 
{yep, 50) special edition glow-in-the-dark Ha/f-Li/e 
T-shirts to give away as runners-up prizes. 

Please note: to be in with a chance of winning a prize 
you must: a) play against us on the night (obviously), and 
b) email Richie at richie.pcz@dial.pipex.com within 48 
hours of the tournament with the subject line 'Half-Life rules!' 
and the following information: your Half-Life nickname, your 
Wireplay nickname, your real name, and your full postal address. 



O That's it.Seeya online. And watch out for a special report in a forthcoming Issue. 



IN THE CLUB: F-22 

This month the spotlight falls on top multiplayer tips from foxbat 

the Wirepla V club for players of ** ^^^ ^^" ^^^■^■'^ "^^^ (arou^id 400 kjwts is bes! tor general flying). 

r 9 f Pl^ j^ fg^j g^jj ^,|l (j^grgj^j yp^jr jgrget or finti thai you can't turn 

DID'S popular combat flight SimS tightly enough to lace your opponent. Ry too slowly and you'llt)e a sitting 

target, possibly stalling in tight turns or loops. 

P-P7'^nFanri F-22'TAW _-__::___' — .-_ 

' *«•■'•■'■ «■■■!■■ M.^mMnmw 2 Tum rate IS important in (logfights. If you Can tuffl Sharper than yout 

CLUB CAPTAIN: Foxbat (real name Jason Turner) opponent, you'll have an advantage over him, The F-22 seems to tiave an 

CAPTAIN'S EMAIL ADDRESS: foxbat©taluS force9 net oP'i'"""' ^'" rate of around 230-240kn; anything lower may cause you 

CLUBWEBSrTE:www.talus.torce9.co.uk/f22 to stall, »^iie anything higher means you won't [« turning as sharply as 

CLUB HISTORY: The F-22 club, which caters for owners of f_''_'L„!!- 

F-2Z:ADF&n6 the more recently released F-22: TAW, was 3 Do"'' "V and use thrust vectoring constantly. At over 350kn, it 

. ^ _, ,,,. , . .t u„t t„ c^^h^t isn'tqoingtomakethatmLictiofanoticeabledifterenceonyour 

StattedonW.replayaroundayearagobyHotpants.Foxbat ^a,^J,bility. At 230-240kn, using inrusl vectoring in a tight turn 

(one of the first Wireplay subscribers) now runs it with the ^.(i ^^^^^^^ f,,^^^ ^^, ^^^ ^^^ ,a3i ^^ ^.^ ^^^ ^p -^^ g gtaii h 

help of "another top-class pilot" named XL. you don't keep an eye on your speea 

TOmUIBirimi&Aftersomethlngofagap. VTr^mtlo"un7e^7iry7aint^"m"c"heig^^^^^^^ 

tournaments started up again recently and should now take _ ^^^ ,■^^^^ ^^^^^ ^^^ ^^ ^,,, opponenHs) and, at the worst, 

place every Thursday starting at 8pm and ending before stalling accidentally, leaving ynu as a sitting target, 

10pm. To join in you can just drop into the F-22 proposal 5 Wd"e;d";n;hmi"o7KTp7sslbirT;io"f"you%7^^^^^^ 

hosted by Foxbat. Players should have the game installed ^^^^^^^ p^c,, ^^g, ^^ cannons blazing will usually result in both of 

with multiplayer patch v5.144 (available from you dying. At the very least, the best method is to take your best shot 

www.did.com). Tournament conditions are subject to with the cannon then move quickly before ynuf opponent's shells hit 

change (see the above website for more details) but are yo^ " you're lucky, your opponent won't have moved fast enough to 

usually one-against-one knockout finals (ten kills for a win) ™5_vourJire, an_d_^ii te d_am_age_d_o^^ __ 

with a two-four player final (20 kills for a win). A £30 HMV 6 in free-for-all battles with more than two players, always try tn focus 

voucher prize is offered every month. "" a single player and not txjth/all of them together, if you split your 

KSTF-22PUYI]ttON WMEPLAY: Foxbat XL, Crazycow, attention between every Individual, you'll get shot white trying to decide 

' ' ' who to shoot next, 

Yoyo, Hotpants. 
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ZONE ON WIREPLAY 

PLAY GAMES NOW! 4 JANUARY 1999 



Play board and card games against 
anyone, anywhere, any time witli 
Wireplay*s just-launched new service 

Wireplay kicked off a new service, Play Games Now!, at the end of 
December with a launch event which featured world champion Garry 
Kasparov beating 12 school kids at chess live and online. Bless 'em. 

Separate from the main Wireplay service, Play Games Now! enables 
anyone from anywhere in the world to play others at board and card 
games via a standard Web browser. The catch? There isn't one - it's 
totally free and you don't even have to be registered with the full 
Wireplay service to play. Admittedly you need to grab some files from 
Wireplay's website (a 229K helper program plus a file for each individual 
game), but once you've downloaded and installed (hose, and filled in the 
brief registration form on the site, you're just a few seconds away from a 
game at any time. 

Currently in beta stage, although fully operational, Play Games Now! 
offers two games - chess (1 .4Mb) and backgammon (2.6Mb) - with the 
likes of poker, bridge, cribbage, hearts and draughts to be added to the 
service in due course. 

Your correspondent (ex-school chess champion, but that was, like, 
1 3 years ago and I've played very little since) challenged James Kay, a 
marketing bod from Wireplay who reckoned he was "bollox", to a game 
of chess... and, er, lost. 

Only later did we find out that Mr Kay was being 'helped' - in other 




Warran (Mack) takes a battaring agahnl Wireplay^ Jamat Kaya and a 
bkriie called Oscar. Moments later we were 'mysteriously' dfscannected. 



FROM THE WIRES 



O Nemesis [Matt HawKins) emailed us to say that he's set up a HALF-LIFE c\an called 
Sleel Fury and is looking for other readers to loln him [visit www.waiwickshirB. 
freeserve. co.uk for more infocmatloii). Several olher HALF-UFEc\an5 are also actively 
rocruitiiig players - check-out the /Mtf -L/Ff messageboard on the Wireplay website 
(www.wireplay.co.uk) tor all the latest chat. 

O MOrOCROSSAMD/Vf5S tournaments fiave now begun on Wireplay. You can find lull 
details and information on tfie club for players ot Microsoft's smart motorbike game at 
www.wirep[ay.ca.uk/htnil/stories/301 1 9Smotoclub.Mm 

Are you ready to rumble'' Just added to the Wireplay roster is VR-1 's RUMBLE IN THE 
VOID, a totally tree multiplayer action-strategy game which Is not entirely dissimilar to 
Virgin's popular online title Subspace. Wireplay users can download the game via the 
Game Worlds channel . You can find more information at VR- Ts website (www.vrl .com/ 
sneak/rumble/lndex.htinl). More on this game in the next issue of your favourite PC 
games magazine, on sale Friday 1 2 Marcfi. 

O Real-time strategy fans can now try multiplayer SFTTiEFIS III on\m tor free, as 
Wireplay have added support for the demo version of the game. The demo itself is 
available from Slue 8yte's website at www.settlers3.cam ' 




words, all the moves were being done by a mysterious character called 
Oscar. Still, that's the problem with online games -you don't really 
know who you're playing, do you? I mean, it could have been Garry 
Kasparov - Kasparov playing very badly, that is. 

Whatever, from our little trial the service seems to work well. It's 
certainly simple enough - as you'd expect, you just drag-and-drop the 
pieces around the board. There are a few nice options too, including a 
very handy time limit facility. 

When we originally logged on during daytime hours in early January, 
we couldn't find anyone to play against on the service. Expect this 
situation to change when bored office workers find out about it. 



O Full details on the Play Games Now! senflce can be found at 

wvfw. winplay.co.uk/pl3yn0w/. Watch out for a ctiess-relafe^ Wireplay 

competition in the next issue at PC ZONE, on sale Friday 12 March. 




r^niv iiuiianv 



1999 



Nope, sun no Man-Ute In ttie 
charts, but It's surety just a 
matter of Ume. For now QaakB H 
remains the most-played game on 
Wireplay, with freetaie flight sIm 
>Ur>inacJ[ dislodging Quakeas 
the second-most popular title on 
the Game Worids channel. Age Of 
Empires: Hise Of Home has come 
frem nowhere to lead on the 
Rapid Play channel. 



GAME WORLDS CHANNEL 


1 Quake II 


Z Air Attack 


3 Quake 


4 MUD II 


5 Unreal 


RAPID PLAY CHANNEL 


1 AOE: Rise Of Rome 


ZMUD2 


3 Duke 3D 


4 Total Annihilation 


5 Wargasm 


MIND GAMES CHANNEL 


1 Bridge 


2 Poker 


3 Chess 


4 Draughts 


5 Reversi 



irSAGAMES 
NETWORK 

Wireplay is a multiplayer 
games netwoilc from BT 
which enables you to meet 
and compete with ottier 
gamers from all over the UK. 
All the software you need to 
start up is on FC ZONPs cover 
CD each month. It's also on 
Wireplay's website at 
www.wireplay.co-uk. 
Alternatively, call freephone 
0800 80091 8 and Wireplay 
will send you a CD-ROM with 
tlie client software, free 
online games, demos and 
more besides. 

2 WAYS 2 PAY 

Ttiere are two ways of 
paying for your time using 
the service. Ttie Pay-As-You- 
Play option costs 2.5p a 
minute off-peak and 6p a 
minute during peak hours. 
Frequent users can use tfie 
Suhscriplion service. This 
costs £9.95 a month or 
£99.50 a year but local call 
rate charges apply at all 
times. 



WIREPUY GAMES 

Wireplay now supports over 
1 00 games, the best of which 
you'll find listed below. 
Several top-rated titles (all 
awarded 80%+ in PCZONE\ 
were added to the roster in 
late 1998 including Actua 
Soccer 3, AOE: Rise Of Rome, 
Colin McRae Rally, HaH-Ufe, 
Motocross Madness and 
Wargasm. The latest to be 
added are the demo version 
of Settlers ///and Rumble In 
Ttie ^/^(see From the Wires). 

OActuaGolf? 

OAclua Soccer 3 

O Age 01 Empires (inc trial version) 

O Age Of Empires: Rise Ot Rome 

(inc demol 
O Ait Attack 
O Armomd Fist 2 
OSig Red Racing (inc Wireplay 

Edition) 
O Colin McRae Rally 
O Comanctie 3 
O Command & Conquer 
O Descent 2 
ODaom(v1.9)/DoDmll/ 

Ultimate Doom 
O Duke Nukem 3D 
OEF2000: Wireplay Edition 
O Extreme Assault 
OF-22:A0F 
Of-22: Total AirWar 
OF/A- 18 Korea 
O Final liberation 
O Flight Sim 9a 
O Formula Karls 
O Forsaken (inc demo) 
O Fragile Allegiance 
O C-Nome 
O Halt-Life 
O Incubation 
OJedi Knight (inc MOTS) 
O Legal Crime 
O Monster Truck Madness 2 
O Motocross Madness 

(mc trial) 
OMU[}ll 

O NASCAR Racing 2 
O Netmech (MechWarnor II) 
O Plane Crazy 
O Populous: The Beginning 

(inc demo) 
O Quake/Quake It 
O Red Alert (inc Counlerstrtke/ 

Alter math) 
ORumbleintlieVoid-NEWIII 
O Settlers III (inc demo) - fJEW'll 
O Shadow Warrior (inc shareware) 
O Sid Meier's Gettysburg 
O StarWars Supremacy 
O Terminal Velocity 
O Total Annihilation 
O Unreal 
O Uprising 

O Various card and board games 
OVirtualPool2 
O Virtual Snooker 
O WarCrafI 2 (inc demo) 
O Wargasm (inc demo) 
O Wartiammer: Dark Omen 



© 

Wireplay 

7^ 9«Tt«i fwrworii Avm WT 



MAIII999#74PCZ0NE 151 



ffl Q 

CO I 

ill LU 

i 'i u 

y < 

oi 

t*"*" 111 

•^ < 

Ltl CE 

LiJ ^ 
tl < 

CD 



Z 


h 1—4 

h X 

en L^ 

LU r^ 

d: 

D 


h 

G 
lij 

J 

LU 

m 



l_i 



yv 

in 

UJ 



d 
u 

_l 
D_ 
lU 
DC 




o 



<u 





a 

d 
u 



I 

L 

3 

> 



(D 

t) 

(D 
u 
(D 

" y 

0) 
"D 

XI 
CD 
HI 

a 
en 

r 

0) 

r 
to 

r 

4J 



U 

QJ 

C 

L 

0) 

c 

0) 

r 

D 
> 

cn 

> 

0) .^ 



c 
> 

a 

ID 

L 



(D 

E 

CLU 
. 
■p (B 

a u 

tD 

„ a 
S, i" 

^^ 

si 



9B 
'^ ^ 

- L 

P u 
C CD 

Q) n 

B CI) 

■p CD 

E J 
a 

9E 



c u 



1 1 



III 

i 

£ 

a 



c 

i 



Q 
c 



c 

10 
lU 
"0 




THE LIONHEAD DIARIES 



lofH! " 



IfONHEADDIARIES 




Continuing our insider's view of ttie 
malcing of Black And White^ the first game 
from new developers Liontiead 

Q WORDS Steve Jackson 



l*AKTY LIKE irS 1999 



There's a new sense of urgency at the Lionhead office, one which 
seemed to arise the moment we realised what the date was. This 
is the year in which Black And White, our first game, will ship. 
We've been working on it for 18 months, and the thought of 
actually releasing it scares us all to death. 
The last year was monumental in terms of what we achieved. 
At the start of 1998 we were working in a cramped office in 
Peter Molyneux's house; now we have luxurious open- 
plan offices on the Surrey Research Park. A year ago 
there was virtually nothing to see of the game except a 
block-built 'creature' sliding around over a wireframe 
landscape; now we have fully articulated creatures 
stomping across beautiful countrysides and through 
villages, picking up villagers and animals to eat, or 
tossing them over their shoulders. And their flowing hair 
moves naturally as they swing their heads from side to side. 

Things have also moved on in other areas. During this time the team has 
grown from eight to 17: the core team is nov/ made up of five artists, two 
engine programmers, five game programmers and a 
sound progi'ammer. This modey crew is drawn 
from all walks of life and includes - in former 
lives - rock band members, a disc jockey, a 
model for Pretty Polly tights, Cambridge 
graduates, vegetarians, gays, and a 
motorcycle despatch rider (for a 
company coincidentally called 
Black And White Couriers - 
spooky). You name it, we've got 
one at Lionhead. But the chemistry 
works amazingly well, and on a 
professional level everyone respects 
each other's skills. 



^We've been working on 
BlackAnaWhiteiof\B 
months, and the thought of 
actually releasing it scares 
usalltodeath99 




You see, Lionhead have a golden rule: to never exceed 20-25 staff - 
employing above that number would put us in danger of losing the whole 
'team spirit' working atmosphere. People become cliquey if there are too 
many departments and, for example, socialise on their own instead of 
inviting everyone else. However, limiting the number of staff would mean 
that Lionhead could only work on one game at a time, with the result that 
we'd only see a new Lionhead game once every two years - which is a 
depressing thought. 

This led to the satellite idea, conceived by Mark 
Webley and myself, which was to bring outside 
development groups under the Lionhead wing. We 
could provide the right people {strong teams with 
original game ideas) with all the help and expertise 
needed to create their own games, and they could 
provide the enthusiasm and drive to make it happen. 
And they would be independent operations - separate limited companies - 
rather than Lionhead employees. In return, Lionhead would receive a modest 
stake in these companies and, if the scheme worked, a new Lionhead-related 
game could be appearing every six months. 

The satellite idea has proved incredibly popular, not only with developers 
- a new way to get pubUshed will always be popular - but also with 
publishers, who have responded enthusiastically to the whole 
scheme. We have two satellite groups on the go - Big Blue Box 
Studios and Intrepid Developments - and one of our first 
priorities for 1999 is to get them signed up with publishing deals. 
More on these teams and their games in a future Diary article. 
So all in all we had plenty to celebrate at the end of our first 
real year of operations. This we did in fine style at our end-of- 
year party at Molyneux Mansion (Peter's house). There was 
plenty of drink and silly games to keep the party going, but the 
most memorable moment was a card game in which everyone 
had a 75 percent chance of winning either a lottery ticket or a 
25 per cent chance of drawing a forfeit. To whoops of delight 
from the jeering crowd, it was finally Peter's turn. He drew a 
forfeit and had to throw himself into his swimming pool fully 
clothed. A perfect end to the year? C9 



O As well as being a director of start-up games developer Lionhead. Steve Jackson is co-founder of 
Games Workstiop, author o/Fighting Fantasy Gamebooks, and a columnist for The Daily Telegraph. 
O Tie next instalment follows in next mane's issue, on sale Friday 12 March. 
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SICKNOTES 

And still. .. they come. You*re still sending in your abusive tirades, whimsical 
meanderings and schemes for wiping out the stupid. And we're still piclcing 
them apart in a snide and obnoxious manner. But that*s life 

O SNEERING UNPLEASANTLY Charlie Brooker 





SICK NOTES WANTS 
YOURLEHERS 



O Not really. But at least 
those three acts you 

_, . „ . _. ,_„ , mentioned aren't as fake 

Sick Notes wants your letters! ,, ., ... , . 

, as Marilyn and his pack or 

We want more of your _, , ,.,, 

u . «. jj»- damaged children. 
suggestiDns for the world's . ° , . 

wo.^hands(seeWorstBand Still. I understand your 

OrAimmeUpdate).Andwe point regarding the Top 

wanttoknowwhlcharethe f' •>"» when has that ever 

biggest shitholes In the country ^t^" ^^ 8°°^' ^^- ^"^ " 

/ ... —i-r ■ OM I \ Oh, and IS It just me, or 
(seeWorstTown In Britain). ^ ' ,. v,,- j 

1 does Fatboy Slim sound 

WRITE TO Sick Notes, PC ZONE, uncomfortably similar to 

Dennis PuUl^ing, 19 Bolsovw jjy^ Bunny? 
Street, London Wl P 7HJ on another note, that 

EMAIL teitm'pczonB®dBimis.co.uk Billie's got a really scary 

With tne suDject heading <Slck Notes' mouth, hasn't she? It's 

just so damn wide, it's 

like a slash in a piece of 

TOP 40 IS ''CRAP" fabric, or the gurning gob 

I'd like to name a band worse of a gigantic whale. She 

than Marilyn Manson: is the looks like she should be 

pop chart too large a vote? swimming along the ocean 

There's piles of synthesised bed, gulping down entire 

crap mixed in between shoals of fish. 
remixes and covers of old Speaking of which... 

songs. You slate Marilyn 
Manson for being original 
and (shock horror) different 
from just about every other 
band around - so what does 
little Charlie hke, then? 
Billie? The Spice Girls? Aqua? 
'XAhriman' 



A GENIUS WRITES 

I've got an idea for a game. 
It's a son of sequel to Ecco 
The Dolphin. It's called Psycho 
The Dolphin, and it's the same 
as Ecco The Dolphin , but you 
swim around and do things 




like ram sharks in the gills, 
stuff like that. 

'Skie' 
©That's completely 
briUiant. 

DISSATISFIED 
CUSTOMER 

I read your stupid replies in 
Sick Notes every month and I 
have to say your comments 
don't impress anyone. A 
question or statement is 
made by a reader, and then 
you just talk bollocks, 
forgetting the question and 
having an opinionated say on 
an issue of no importance to 
anyone whatsoever. In short 
you talk shit. 

As I write I can imagine 
this letter being published 
and you giving a speech on 
the importance of CFCs in the 
atmosphere or some other 
rubbish. 

Lee McGovem 
O Lee, Lee, Lee. How did 
you get so angry? I mean, 
come on. There's a 
beautiful world out there. 
Being cooped up has got 
you all prickly. Why not 
nip down your local park? 
Stroll in the sunshine. Walk 
beneath the trees. Lurk 
behind the bushes. Don a 
balaclava. Murder someone 
with a brick, for no 
apparent reason. 

Sorry, forget that last bit. 
Must stop mind wandering. 
MIS make mind wander 
with remote transmitter. 
Must. Resist. Signals... 

WORST BAND OF 
ALL TIME UPDATE 

A couple of Issues ago, we 
asked you to nominate your 
least favourite bands. The 
entries are trickling In at last 

Name of act: Bewitched 
Worst release: 

'RoUercoaster' 

They chew pole because: 

They can't sing but still 
manage to appear on every 
Saturday morning show 



LOSER OF T HE MONTH 

I You can be a loser and also a winner - of £50 
DUMB, DUMB, DUMB 

Stupid people have really slowed down this planet's 
progress. If it wasn't for shit-heads the world over, we 
would be colonising space by now. 

Danny Foulger 
O You tell 'em, Dan. It's 1999, for heaven's sake! By 
rights we should all be wearing baco-foil while racing 
hovercars around the inside of giant pinwheel space 
stations; or cavorting with psychic women from Pluto 
with bright purple hair; or eating traditional Sunday 
roasts in the form of pills; or having our bottoms wiped 
by friendly robots with personality disorders; or 
encountering strangely humourless alien races with 
giant brains who stand around wearing long white 
capes while delivering pompous lectures on mankind's 
unerring talent for self-destruction; or hurtling around 
a post-apocalyptic wasteland in makeshift buggies 
wearing fiir and metal and fighting over water; or 
disappearing through wormholes. Or all of the above. 

And instead, what do we get? We get more TV 
channels and a new range of Ginsters pasties. No 
wonder we're all so bitter. 



simultaneously. And they 
look like a bulldog chewing 
on a bee. (That's a collective 
bulldog, and a collective bee. 
presumably.) 
What I'd like to see 
happen to them: It would 
be nice if they were forced to 

66irs 1999, for 
heaven's sake! 
By rights we should 
all he having our 
hottoms wiped hy 
friendly robots 
with personality 
disorders99 

listen to the Spice Girls at hiW 
blast while being hit with 
sharp sticks. 

Lee McGovem (again) 

O Keep 'em coming, but 
please: no more entries for 
Aqua, Billie or the Spices - 
they're just too obvious. 



WORST TOWN 
IN BRITAIN 

We also asked you to nominate 
the worst town. Here are a few 
entries. Keep 'em coming. We'll 
compile a map soon. 

Swindon. Living in that place 
is like living in a public toilet 
- it's always wet, no matter 
what the weather elsewhere. 
It would be more interesting 
to live in a Pot Noodle. 

David Gower 

Take a trip to Taunton. Sitting 
in a picturesque valley, it 
looks like a nice place to 
visit. But shit always rolls 
downhill, as they say. Try 
living there for two years. I 
was up to my neck in it. 

Stewart Walker 

If you're looking for a cesspit, 
forget Banbury, try Blackpool. 
An unadulterated pile of 
scum and w**kers such as 
you would never believe. 

Steven Robinson 
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UK VAT AND DiUVERY WeiUPiD! 

THIS IS iUST PART OF OUR HUGE RANGE, SEE THE (LUB MAGAZINE, OR VISIT OUR SHOPS OR OUR WEB SITE, TO SEE JUST HOW MUCH WE HAVE TO OFFER 



CD ROM SOFTWARE 

This Is just 3 small selection trom 
our range ol 1500 lilies 

ACTUA SOCCER 3 25,99 

ACTUA TENNIS , , . 24 99 

AGE OF EMPIRE 94% 23 99 

AGEOFEMPIRE RISEOFROME ...19.99 

ALPHA CENTAURI 33 99 



TRY THESE FOR FUN 

DANCE EJAV 

DOGZ3 

RUGRATS PRINT SHOP 



ANNO 1602 2S.99 

APACHE HAVOC 93% 26.99 

BATTLETECH: MECH COMMANDER 24,99 

BLADE RUNNER 94% 19 99 

BRITISH OPEN CHAMPIONSHIP GOLF 22,99 

BROKEN SWORD 2 92% ,., 27.99 

CAESAR391% 24.99 

CARMAGEDDON 2 92% 29.99 

CHAMPIONSHIP MANAGER 2 1997^6 17 99 

CHAMPIONSHIP MANAGER 3 25.99 

CIVILISATION 2 ULTIMATE COLL , ,23,99 
CIVILIZATIONS THE TEST OF TIME 28 99 
CLOSE COMBAT - A BRIDGE TO FAR 29.99 
COLIN McRAE RALLY 93% , , , .21,99 

C&C. TIBERIANSUN 32,99 

COMMAND THE COURSE 15.99 

COMMANDOS. BEHIND ENEMY LINES 28 99 

DELTA FORCE 30.99 

DIABLO 93% 1999 

DOMINION STORM 92% 24 99 

DUNE 2000 1799 

EUROPEAN AIR WAR 87% 28 99 

F16/MIG29 29.99 

F22-ADF93% 24 99 

FA laKOREA 1 90% ...21.99 

FA PREMIER LEAGUE FOOTBALL MGH 29,99 

FALCON V4.0 ,30 99 

FALLOUT 2 86% 29.99 

FIFA SOCCER 99 92% 26.99 

FINAL FANTASY 7 93% 29.99 

FLIGHT SIM 98 * WORLD OF FLIGHT 37 99 

FORMULA 1 97 9,99 

F0RMULA1 GRAND PRIX 2 95% 10.99 

FORSAKEN 95% 12 99 

FUTURE COP LAPD 2100 17,99 

GADGET , 14.99 

GANGSTERS. ORGANISED CRIME 28 99 
GEX3D ENTER THE GECKO 82% ...12.99 
GRAND PRIX LEGENDS 93% 28 99 



CLIP ART UTILITIES 

BHDDERBUNO l?r..OQQ CLICK ART . .35.99 
COREL DRAW 8 169 99 

COREL GALLERY MAGIC "eS.OOO" ...19 99 



(iHAND THEFT AUTO 118)92% 15.99 

C^aND TOURING , 25 99 

GRIM FANDANGO 95% 29.99 

'^AIF LIFE 95% 28 99 

HEnETIC290% 2999 

INTERNATIONAL CRICKET CAPTAIN 20.99 
JOHNNY HERBERTS GRAND PRIX ,.19,99 

KNIGHTS S MERCHANTS 65% 28.99 

LINKS 99 28.99 

LORDSOFTHE fieALM281% 9.99 

LULA- THE SEXY EMPIRE 89% 14,99 

MAGIC 5 MAYHEM 90== , ,,, 2H.99 

MICHAEL OWEN'S WORLD SOCCER 99 25 99 

MORTAL KOM8AT 4 16.99 

M0T0RACER2 30 99 

MOTOC ROSS MADNESS 29.99 



MS COMBAT FLIGHT SIMULATOR ...29.99 
NEED FOR SPEED 3. HOT PURSUIT 29 99 

NHL 99 29,99 

ODDWOHLDS 2 ASE S EXODUS .24.99 
POPULOUS: THE BEGINNING 93°» ,,,29 99 
PRIVATEER 2: THE DARKENING 94% 9.99 

0UAKE297% 17,99 

QUAKE 2 DATA CD -JUGGERNAUT, .12,99 
QUAKE 2 DATA CD -THE 02 FILES ...10.99 
QUAKE RESURRECTION PACK 14 99 

RAILROAD TYCOON 2 90% 28.99 

RAINBOW SIX (TOM CLANCY) 85% . . .25,99 

RIVERWORLD ,,24,99 

RUGRATS ADVENTURE GAME .21.99 

SABRINA THE TEENAGE WITCH 17 99 

SCREAMER INJECTION 16.99 

SENTINEL RETURNS 90% 19.99 

SETTLERS3 25.99 

SHADOW COMPANY 29 99 

SHADOW MASTER 19.99 

SHADOWS OF THE EMPIRE 88% 24.99 

SHOG0 92% .... 31.99 

SIERRA PRO PILOT DOUBLE PACK ...19.99 
SIERRA SPORTS SKI RACING 99 ...24.99 

SIM CITY 3000 32.99 

SIM GOLF 9.99 

SIN .29 99 

SPECIAL OPS: HANGER ASSAULT ,,,29.99 
STAR TREK BIFTH OF FEDERATION 28 99 

STAR TREK K LI NGON HONOUR 30.99 

STAR WARS. BEHIND THE SCENES ..15.99 



MICROSOFT UTIUTIES 

MICROSOFT ENCARTA 99 38.99 

MICROSOFT PLUSi 98 38 99 

MS WINDOWS 98 UPGRADE .... 78 99 



STAR WARS. ROGUE SQUADRON . ,,,28,99 
STAR WARS X-WIN6 COLLECTORS ,,28,99 
STAR WARS: X-WING VS TIE FIGHTER 19,99 

SYNDICATE WARS 95% ... 7.99 

THE CHOSEN (SLOOD 2] 28,99 

THE GOLF PRO 2 ■ WENTWORTH . .16,99 
THEME HOSPITAL S SIM CITY 2000 ...24.99 
THIEF DARK PROJECT ,,, , , , 28 99 

THREE LIONS 82% 22.99 

THUNDER BRIGADE ... 22.99 

TIDES OF WAR 17,99 

TIGER WOODS 99 PGA TOUR 80% ...29.99 

TOCA TOURING CARS 86% 22 99 

TOCA TOURING CARS 2 23.99 

TOMB RAIDER 95% 13,99 

TOMB RAIDER 2 94% 21,99 

TOMB RAIDER 3 , , 28.99 

TOP GUN 2: HORNETS NEST 25 99 

TOTAL ANNIHILATION 94% 13.99 

TRESPASSER 29.99 

ULTIMA ASCENSION 33.99 

ULTIMATE SOCCER MANAGER 98 ..24.99 
ULTIMATE WIZARDARY ARCHIVE -,.19.99 

ULTRA FIGHTERS ,, 23.99 

UNREAL 95% 24.99 

URBAN ASSAULT 24.99 

WAR OF THE WORLDS 28,99 

WARBREEDS 87% 14,99 

WARGASM93% 28,99 

WARLORDS 3 DARKLORDS RISING 19 99 

WARZONE. 2100 2899 

WESTERN FRONT 25.99 

WING COMMANDER PROPHECY GOLD 29.99 

WORLD CUP9891% 12.99 

WORLD SOCCER CHALLENGE 98 4.99 

WORLD WAR 2 ■ FIGHTERS 30,99 

WORMS ARMAGEDDON 24.99 

X-FILES THE GAME 88% 26 99 



BOOKS 



AGE OF EMPIRES INSIDE MOVES ,,1549 
C a C: RED ALERT OFFICIAL GUIDE 17 99 
FINAL FANTASY 7 OFFICIAL GUIDE.. .13. 49 
IDIOTS GUIDE TO WINDOWS 98 , .,13.99 

SR BOOK OF 3001 CHEATS 3,99 

TOMB RAIDER 2 OFFICIAL GUIDE , ,9,99 
TOMB RAIDER 3 OFFICIAL GUIDE ,9,99 
WINDOWS 98 STEP BY STEP 22.99 

PC CONTROLLERS 

^^^^built-1 

^V MS SIDEWINDER 

^~ GAME PAD 27.99 

8 programmable builans, 8 
j^ way flat switch, 

l^ft trigger button. 

^B throttle wheel 

IsA 



GRAVIS 

GAMEPADPRO 19.99 

10 programmable bullons wilti 
buiK-in two player connector 



^ 



SAITEK CYBORG 
3D JOYSTICK 34.99 

Fully programmable 3D 
digital loystick 





GRAVIS XTERMINATOR 
PROGRAMMABLE GAMEPAO 29.99' 

6 fully Brogrammatjle tiuiions. 8 way digital 

rlireclional pad. 2 digital triggers for instance 

response and buili in 2 player connectoi 

SAITEK R4 RACING 
WHEEL & PEDALS 69.99 

User adjustable seli centering 
lorque for realistic road iMl. 
ratio digital tectirnlogy lor tastei 
and more acuraie drwng plus 
selectatjie wtieei twigfii, selectabia gear 
sn« oMals Complete vritti 'oolpedals 

ALFA QUAD 2 PLAYER JOYSTICK ADAPTOR 16.99 

PC CONSUMABLES :,'^ 

10 FORMATTED 2HD 3 5- DISKS 4.99 

10 UNBRANDED CD-RECORDABLE ,11,99 
10 VERBATIM CD-RECORDABLE , ,13,99 
SO UNBRANDED CD-RECORDABLE .47,99 
100 MB IOMEGA ZIP DRIVE CART ... .10 99 

GENIUNE MANUFACTURER INK CARTS 
BLACK ■ EPSON 700.'500.'400 , . 18 99 

COLOUR - EPSON 6000 800'600,'400 . IB 99 
BLACK - HP DESKJET 560C/540 , ,, . 21,99 
COLOUR - HP DESKJET 56GC/550C/540 22,99 

BLACK -HP DESKJET 690C/600 21,99 

COLOUR - HP DESKJET 690C/670C/600 22,99 
BLACK - CANON BJC 240/210/200/100 ,, 15,99 

COLOUR- CANON BJC 240/210 17,99 

BLACK - CANON BJC 4650/4300/4200 .. 8,99 
COLOUR - CANON BJC 46 50/4550(4 30a'4200 14,99 



INC 

VAT 

...23-99 

,.,56.99 

106.99 

,22.99 

39.99 

69,99 

.74,99 

139.99 

r riigh+^r 



RAM 



2 1 S MB 72 Pin EDO SIMM 

2 X 16 MB 7Z Pin EDO SIMM 
2x32 MB 72 Pin EDO SIMM 
16 MB 66 Mhz 168 Pin DIMM SDRAM 
32 MS 66 Mhz 168 Pin DIMM SDRAM 
64 MS 66 Mtiz 168 Pin DIMM SDRAM 
64 MS 1 QO Mhl tea Pin OIMM SDRAM 
1ZB MB too Mhz 166 Pin DIMM SDRAM 
100 Mil; DIMMs will unly viurk vnin P350, 



16 MB Creative 3D2 

Banshee Voodoo II 

Graphics £96.99 



Deduct C2 exira discount olt the price of 

any game if you buy another game or 

any accessory or periplierat at the same 

lime. Claim your extra discount when 

you order by post, FAX or phone 

01279 321 321, quoting 

PC ZONE 



Diamond Internal 

s6k supraexpress 

Fax/Modem £49.99 




^ 



hea£7.99 



DOWN BY UP TO 

50% 

PRINTERS 

SCANNERS 

SOUND CARDS 

TV/VIDEO CARDS 

GRAPHICS CARDS 

INTEL CPU'S 

MOTHERBOARDS 

CD ROM & DVD 

CD RE-WRITERS 

HARD DRIVES 

ZIP DRIVES 

USB & LEADS 

NETWORKING 

SOFTWARE 

DVD FILMS 

BOOKS 

CONSUMABLES 

CONTROLLERS 



£6.99 gets you 

10 MooailMi, CMipeliliMU, 4M0 (bcati 



EslablJshed 1 1 years. Special Reserve is Ihe mafliel leader in mail- 
order iionie computing and «i0eo games. We only sell genuine UK 
' products, we Oeiiver quickly trom vast stocks and we otter the 
' lowest pnces all year around, Thai's why over 400.000 people have 
lomed Special Reserve, ihe Biggest games club in the World. 

We only supply members but you can be any age and 
Inal membership is just 60p. Annual membership is 
amaiing value al £6.99 (UK) including 10 magazines 
and our Book o( 4000 Cheats, Buy any one item at tue 
same time as you join and we ii give you a choice of 
great FREE GIFTS worth up lo £40. The 17 FREE 
GIFTS on offer include a Joypad. Mouse, Casio 
Organiser, Yo-yo Goody Bag and 20 Classic Games as 
one great gift. Telephone 01279 321 321 
now to deaf the current list ot gifts and the 
latest release dates for games. '^^'i 

Order on-line at ukgames,com tor double ''■^^ 
Reddles Just three on-line purchases will 
earn you one of our membership gifts as a 
loyally bonus. Four purchases will earn you a 
SUPERGIFT. 

Immediate cheque clearance 

Special Reserve, 

PO Box 847, Harlow, 

CM21 9PH 



Special 
Reserve 

Live (fl) kttp:// 
spectftt.reserve.co.uk. 



OI27r32l 321 

OR FAX 01279 322 322 
OR ORDER ON-LINE AT _. 

UKGAMES.(..i 



free aif ts 



4000 cheats 



1000 reviews 



re ease dates 



downloads 



midi files 



on-line aames 



video cIIds 



doub e reddies 



into tlie Club 

Big VlKovnri, Hitge Range god a FREE GfT 



There has never 
been a range like 



IMAXX333 799.99 "ao,g4 

J GB U-DHA Hard Dnve. 6J MB DIMfJ 

IMAXX400 999.99 m^\ 

I S QB U-DMA Hard O.'w. W MB OIMM 

MAXX4D333 .999.99 esioe 

IB G6 U-DMA Hard Dfiue. 64 MB DIMM 

MAXX4D350 ...1199.99 1021.27 

e GB U-DMA Hard Drive. 128 MB DIMM 

|mAXX4D400 ...1399.99 1191.49 

i;GB U'D.MA HF-rd Dnve. 128MB OiMM 

JMAXX4D450 1549.99 imi4 

|i;GBU-DMAHafjD-ve 128 MB DIMM | 

hyhitMhir 

e2oo' 

10*c deposil, no more to pay far 9 monlh^ 
tnd no inEeresI, lubjecl Eo stalui. You can 
I bijif anything Trom our cBlal^jB or shapi 
I way D^D APR if paid in 
full altar 9 manlhs or 
kzga^ APR ailanOed loan.' 
'See Club Mag for deEails. 



Staggering Specs! 



MAXX4D - GAMfMC 
FOURTH DimBMSIOM I \ 

KCenulBt Intel tnt Chip M f * 
K BOB or 12 GB U-OMA Drin J 
K64 MB or 128 MB OIMM BAM ' 
X» Ml Voodoo IflorufKC 



302 Craphla AmteralKB 
X5 I DVD Jt 33 1 Speed CA 

with Soft DVD to run flhtt 
XCreaHnamW 

Urettknal Sound 



X Cambridge AutHo 

200 Watt Hl'tl 

ttuadrophpnit Stfbwoofer 
M jy Mi Monitor wtfh 3- rear Warronf; 
XMJcroMfl WIndDwi 98 ptof Worte" 
XUnreal X Inramfng 4D Games 




Special Reserve 
Discount Shops 

All our shops hava PC Upgrade 

& Repair Facilities. 

E1Z to Fit or E30 to Fix or Conligure. 



you can buy In sloic lor just a tew quid 



price by a tull £2. 

It's easy to park 




209J2I3 SI Mary's Lane, UPMINSTER, ESSEX. 

2 miles from jundiOn 29 ot Ifie M25 0pp05ile 

Somerfield Supermarket 0170S 225544 

43 Broomfleld Road, CHELMSFORD, ESSEX. 

Jjsi arounb the comer trom the 

bus station 01245 348777 

164 Derby Road, STAPLEFORO, NOTTINGHAM. 

2 miles Trom junction £5 ot the M1. nea' Kwik 

Fii ana Piiia Hut 0115 94911)00 

351 Gloucester Road (ASB), BRISTOL. 

1 '/■ miles trom the Cily Centre and just up 
from Kwik Save. 0117 92'15000 
16B High Slrefll, EGHAM, SURREV. 

Near Windsor and Slaines Just 1 mile otl 
lunclion 13onlheM£5 01784 473444 

The Maltings, Station Road, 
SAWSHIDGEWORTH. HERTS. 

Mot tar li'om the M1 1. ovor th'r. r^,-l'1 '■C'- T'C 
tram slation 01279 322 399 



Shown with 17" fldi Honiloi opliori (add £100}, 
Optiprs available such ss TV or Software bundles. 



Pkase telephone 01279 321 321 and ask vs to send you full details of the 
MAXX range. Abo at httpi//spedal.merveM.ul( ft ol the Qub ShoK 



less £10 




Irwvllsblv nrmproduElillilHlrriiy not y« be ivBliiblaindprtcaiin*ycning«-pl«SHphen», SAVE E Saving off lull nconimnidWIptlM. 3«nllopraU2iniMError*l OnnltlOMEMlMM. Inltr-MMiaies Ltd. TfA Special Reurva, Tlie UsltmaB. SawbrlctgewDnh, H»rtaCM21 9PG, 



A POWERFUL RELIC IS MISSING. 
, A KINGDOM IS IN DANGER. 
.jgjO NDOR AW AOS. Y OUR RETURN. 




The Greatest Role Playing Game 
Of All Time Is Back. 




5 Yeors In The Making 



^ilERR/\ http://www.sierra-online.co.uk 



n' / 



ECHNIX 



